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Introduction 


NOILINGOULNI 


Welcome to the RGDS Amiga Top 50. We are are the 
Retro Game Discussion Show (RGDS) podcast. A free 
UK podcast of like minded hosts and listeners, who 
celebrate the world of Retro gaming and computers. 


For our episode on what we consider the best games 
on the Amiga, we wanted to go above and beyond, 
and do an accompanying book (well two). But this is 
more than just a list of the games we chose though. 
This is our humble attempt to write an all encompassing 
love letter to the Amiga. Giving, not only what we 
consider fifty of the finest games, but also going into 
the Amiga's history and its many game bundles and 
hardware. Hopefully explaining why the Amiga is so 
special. 


It is our fondest hope that our accompanying podcast 

along with this book, will encourage people both new 3 
to Amiga and those looking for a way in and to know 

what games to try. But also, something special for 

those Amiga veterans, who perhaps are wishing to 

reminisce and learn about many of their favourite games 

from their childhood. 


So come join us, as RGDS takes you through the RGDS 
Amiga Top 50 games. 


Keep it Retro... 
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HOPE YOU ENJOY THE BOOK 


Whilst this book is free, I decided to add an option for 
people to buy me a coffee, as this was a massive 
undertaking and at the end of writing the book I sadly 
was made redundant from my job, with my role going 
overseas to a cheaper location. So if you have enjoyed 
and can afford, then please consider sending a buy me 
coffee to say thanks for all my efforts. 


https://buymeacoffee.com/thedrisk 


In addition or alternatively then please consider sharing [a] 

the book with friends and family or re-posting on social 

media about the book to get this in the hands of as many 

people as possible. The book is perfect in introducing people to the world to the Amiga 
and its many classic games, as well as existing Amiga lovers and retro aficionados to 
learn about who made these games and what they went on do in the gaming industry. 

I also wish to thank RGDS listener Graham Turnbull AKA Turnbl for his patience and 
expertise with proof reading of the books, and all the contributors for their help and 
time to make these books so special. 


Whatever your thoughts on the book and actions, I want to thank you from the bottom 
of my heart for taking the time to read the books and hope it kindles/rekindles your 
passion for the Amiga. 


Book released 2024. All Copyright is held by the respective copyright holders. This fan made 
book is completely free and was compiled to educate and share knowledge on this important 
gaming and computer platform. 
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Who Are We? 


We are are the Retro Game Discussion 
Show (RGDS) podcast. A free UK 
podcast of like minded hosts and 
listeners, who celebrate the world of 
retro gaming and computers. We cover 
a host of topics celebrating the old 
games, hidden gems and systems of 
yesteryear all available on both our 
audio podcast: 


https:// 
retrogamingdailyshow.libsyn.com/ 


And recently also in video form (chock 
full of game footage and related You 
Tube videos, to accompany our podcast, 
available here: 


6 https://www.youtube.com/channel/ 
UCD6XvwFgw9W_gBiPehylteA 


It’s all done purely for the love of it and 
we have some of the greatest guys and 
gals of like minded souls in the retro 
gaming community, with regular meet 
ups and waxing lyrical on Discord. So 
feel free to join in on the fun here:# 


https://discord.gg/ktjG3n3fDu 


You are most welcome to join us. 


Keeping it Retro! Just a few of our listeners who managed to make our last couple 
of meet ups at Arcade Club. These are the lifeblood of the RGDS community, and we thank you. 
You are the best! 
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RGDS Hosts 


4 


Paul Driscoll (AKA The Drisk & author of this book), has been an avid video game player and pixel lover, ever since 
he could remember. Then fourteen years ago he started to compile on his @TheDrisk You Tube a Video series on the 
history of video games, to give a more worldwide slant to the story usually told. Since then he was a host at Retro 
Asylum and now hosts at the RGDS Podcast (Retro Game Discussion Show) where he continues to help keep the 
retro love alive. He has also written several free digital retro video game history books, such as History of Psygnosis, 
Birth of Video Games (before the year 1977), Retro Asylum Star Wars Special, History of Mastertronic and most 
recently the RGDS Licence to Game (A full history of James Bond video games). 


Gordon King (AKA Kingy) A host of the RGDS podcast. Regular listeners will undoubtedly know his deep passion 
for the 8-bit era and, in particular, his love for the ZX Spectrum. Readers of the resurrected magazines, CRASH and 
AMTIX, will know him from his game reviews and the odd featured article. Kingy has always been active in the retro 
scene, and prior to podcasting, he was heavily involved with the remake scene, creating re-dux versions of old classics 
(badly; he always insists). His favourite game of all time is Avalon by Hewson Consultants, but he's always up for a 
high-score challenge on Manic Miner. 


Richard Yaxley (AKA Retro Ric), Our resident Street Fighter 2 expert and all-round cool guy. It’s always the best 
when Rich hops on a show. Highlights are his Aliens podcast episode. 


Garron Tungate (AKA The G Man) Garron has been a keen supporter of the retro community for over two decades 
from being involved in events and supporting fanzines and fledgling retro meet ups. Like to give back to the retro 
community, supporting multiple projects to ensure the retro community thrives. He is a keen collector of both consoles 
and games and has always loved playing in arcades and is lucky enough to have played in arcades from Funstop to 
Tokyo. He has been a co host of the RGDS podcast since its early days and has been a contributor and guest on other 
retro gaming podcasts. 


Jonathan Keen (AKA Jon) Best game-player of the group. 
Incredible skill means he can usually able to learn and 
complete any game in a few sittings. Expertise is on the 
SNES and Master System and Amiga. 


Matt Aguilerra (AKA Matt A.) He has great knowledge 
on the Master System, FMV games, and many gaming 
memories. It's always a pleasure when he joins in on a 
show. 


Aaron White (AKA Azza), Amiga Chip-tune Maestro. 
Our resident C64 and Amiga expert. Also creates fantastic 
demo music for the Amiga. 


Matt Lamborne (AKA Matt L.) Matt Lamborne, 

Our resident expert on SNES and import gaming. He loves 
Castlevania and collecting obscure Japanese gaming 
memorabilia. is his Aliens podcast episode. 
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The Ten-star bundle is a great 
collection: 1. Amegas, 2. Art of Chess, 
3. Barbarian, 4. Buggy Boy, 

5. Ikari Warriors, 6. Insanity Flight, 
7. Mercenary, 8. Terrorpods,9. 
Thundercats and 10. Wizball. 


{ree} 


COURSE 
STAGES 3 


Super Hang-On was a stunning port, 


with great renditions of all the tunes, 
amazing graphics and even mouse 
control support. There was even a cheat 


to add a machine gun! 


The Screen Gem Pack I ended up 
getting. 


= Aic, DRISK I remember the first time I saw an Amiga. I had been invited around a 
friend of mine, who had excitedly told me they had a new machine. You know 
the kind of friend, the one whose parents had divorced and overcompensate with 
— ~= lavish and extravagant gifts. It must have been back in 1989 and he had got the 
; Al impressive Ten Star Amiga Pack. An impressive line up of ten games of many 
genres (Buggy Boy, Terrorpods and Thundercats were definitely our favourites of the time). 


But it was another game he put on first, and from that moment onwards I was in love with the 
beige beauty that was the Amiga. That game was Super Hang-On and I was simply blown away 
with the arcade perfect port (or so it seemed to me at the time). Now you must understand that 
prior to seeing this Amiga game I had only my humble (but well loved) Spectrum +2. So to 
suddenly see this game running in my mate’s room, | just knew right there and then, that I had to 
have an Amiga myself. 


It would take me a year to scrimp, save, beg and annoy my parents, before they finally relented. 
In fact they said that they were so impressed (or was that worn down?) with my reasoned argument 
and preparation in pitching why an Amiga would be beneficial to my school work, future self and 
my Dad’s finances (who loved his gadgets, so I knew I had support there), that they helped 
put the money up. 


So finally the day arrived, and it was here I made my first blunder. You see during 1989 I had 
been drooling over the brilliant Batman bundle which had the brilliant Batman: The Movie, New 
Zealand Story, Interceptor, and Deluxe Paint 2. Now that was some line up of top quality games 
to own. But by September 1990 when I was ready to buy my machine, there was a new pack that 
looked extremely impressive. In our local Dixons shop, they had on permanent loop in the shop 


window the impressive game intro Back to the 
Future 2 and I would drool in the window, knowing 
that this was going to be the pack I was going to 
buy. In retrospect it was a bad choice, with all the 
games being poor. Along with Back to the Future 2 
(which proved to be a naff game), there was Shadow 


of the Beast II a gorgeous to look at, but another 
dud of a game. Shadow of The Beast 2, 
looked amazing. 


Then there was the rather compelling, in that it's so bad its kind of good game The 
Nightbreed (based on a Clive Barker film) that had been turned into a series of really bad 
mini games. But by far the last and worst game on the pack was Days of Thunder, based 
on the Tom Cruise film about stock car racing. At least it still had the brilliant Deluxe 
Paint 2 (a paint package series that still to this day is my favourite paint package for 
drawing). 


Still the deal I got thankfully came with additional games such as Kick Off 2 and the 
SEGA Arcade Smash Hits Compilation. So I had plenty to play. 


Regardless of the pack I picked up an poor choices, it really didn't matter. As soon I had a 
stack of game classics sat on my shelf. From the brilliant blaster Xenon 2 and Speedball 2 
from the Bitmap Brothers , to quirky classics like Shufflepuck Cafe, Zany Golf and later 


Lemmings, and SuperFrog to name but a few. 


This is why I love the Amiga. The Spectrum may have been my first love, as I took my first 
tender steps into gaming, but it was the Amiga, which won my heart throughout my teenage 


years, showed me the ropes as I truly learned computers and that elusive world of gaming. 


And what an alluring world of gaming it was on the Amiga, with it caught at that perfect 
moment in time, when games finally had the hardware to offer impressive titles or the 
improved versions of games loved in the 8-bit world, but it was still a time, where gaming 
hadn't become too professional and so able to keep that bedroom coder or small team where 
madness, originality and ability to experiment was still able to flourish. Before the suits and 
financiers finally rolled in and sapped and drained all originality from the gaming world. It 
was a time when anything seemed possible, when the tools you had at your fingertips such 
as Deluxe Paint were the same used by the pro's, a time where you honestly could believe it 
possible to become one of those bedroom coders, if only you put in the effort. It is a world 
sadly lost to us now in this console centric world, where game creation seems a distant and 


alien world to most kids of today 


This RGDS Amiga Top 50 games is a love letter to that time. With us wanting to give a 
comprehensive look at the Amiga and those involved, a time I know special to many people, 
who like me spent many happy hours making their way in the world of gaming, before 
deserting her, as we moved over to the world of PCs or the new exciting PlayStation and 
Saturn consoles. 


I hope you enjoy this book as much as we enjoyed writing it, and fondly hope that within 
its pages you will find many things interesting and insightful, combined with many happy 


nostalgic fuelled memories. 


Night Breed had some amazing graphics 
and was strangely compelling in that so 
bad it’s good gameplay. 


Speedball 2, is a fast and frantic 
futuristic sports game, that comes into 
its own as two player. 


SuperFrog was a great little platform 
game by Team 17. 


SEGA Arcade Smash Hits, had such nice 
home ports on the Amiga, but also the 
terrible Outrun Amiga port. 
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The | Meg Amiga From Digi 

Z < - Yy = “> a ~~ 
‘he New | Meg Amiga From Digicom 
Following The Huge Success Of Our F-19 Digistar “Offer, We At Digicowr A Are Proud To Present The Meanest ‘Pack Available For 
The Amiga A500. This Unbeatable Deal Now Includes Commodore’s Screengems Pack PLUS the A501 RAM/Clock Upgrade Plus 
Our Very Own Exclusive New Arcade Smash Hits Pack And The Chart Topping 1 Megabyte Version Of Kick Off 2! 
Includes: Amiga A500 Computer 512K Keyboard PLUS A501 512K RAM/Clock Expansion Fitted To Give 1 Meg Memory Total 
@ Built-in 1 megabyte DS/DD 3.5" Disk Drive @ Multi-Tasking Operating System ®@ Latest Kickstart And Workbench 1.3 @ 
Superb 4096 Colour Graphics @ Speech Synthesis @ 4 Channel Digital Stereo Sound @ Notepad Word Processor @ Commodore 


Mouse Plus 3 ets Manuals @ Amiga Basic Program Language @ T.V Modulator And All Connecting Leads And Cables 
Plus This Great Software : Shadow Of The Beast 2 @ Days Of Thunder 


@ Back To The Future 2 © NightBreed @ Deluxe Paint 2 


Plus Exclusively to Digicom 


Bring The Atmosphere Of The Arcade To Your Home With The 
Arcade Smash Hits Pack From Sega,Incorporating Five Of The Most 
Exciting Games Around ! 


Thunder 
Blade 
Plus : A High Quality Microswitched Joystick, 
Amiga Tailored Dustcover, 10 Blank Disks And 
ER Disk eeoreae Ros: Mouse Mat And..... 


Cc Commodore 
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"his hier Is Th _Y THE GAME 
th £00.00: ANY : OF THE 
pra SS ig YEAR 


a pmplete Packase Price Only £399. OO 


The New Amiga 1500 Is Here ! 


The Ultimate Personal Home Computer Designed To Cover Every 
Computing Requirement,From Business To Leisure And From 
Design To Education 

Includes : 1500 CPU with One Megabyte of Memory : 

Separate Keyboard : Additional Disk Drive 
Optional IBM Compatability 

9 Expansion Slots Plus This Great Software 


1 Meg Amiga Screengems Pack (As detailed in the above offer) Plus 
The Superb Philips CM8833Mk2 Multipurpose Colour/Stereo 
Monitor 


Free Amiga/8833 Lead And Monitor Dust Cover : 6 2 8 ° OO 


1 Meg Amiga Screengems Pack (As detailed in the above offer) PLUS 
Philips CIM8833Mk2 (Colour/Stereo Monitor) 


Star L.C200 9 Pin(Colour Printer) $28 00 
Free Printer Dust Cover & Lead ° eth 2 ECR PLATINUM EDITION 
DELUXE PAINT 3 

By.Phone: THEIR FINEST HOUR 
Call Our Credit Card Order Line ricec BATTLE CHESS 
Helpful Sales Staff. We Accept ACCESS, ae sess 

elpful Sales Staff. We Accept ACCESS, es 
EUROCARD, VISA, MASTERCARD, AMEX, | ® TERRAIN EDITION 
BARCLAYS CONNECT, SWITCH, and POPULOUS SPECIAL 
LOMBARD CREDITCHARGE. 
tasai: i 1500 System Only 
Simply Write Down Your Order ’ , eae? £679.00 
And Post It To Us With A Personal Cheque, ] ) e | } 7e } Ay) . : 
Postal Order,Bankers Draft Or Building Y \ Y \ 1500 System With 
Society Cheque Made Payable To "Digicom Philips 8833Mk11 
Computer Services Ltd". Cet sae £909 00 


(Personal Cheques Require Time To Clear Before Despatch) 


Phone Our 24 Hour Hot Line 


(0908) 378008 


8 Lines Open 


Fax (0908) 379700 
All Major Credit Cards Accepted 


Visit Our Showroom Open Mon-Sat 9,00am-5.30pm 


DIGICOM 


36-37 Wharfside,Fenny Stratford, Watling Street 
Milton Keynés MK2 2AZ 


Wharfside Is Opposite 7 ‘he Bridge Pub On The A5 Watling Street 
Prices And Speci fications Are Subject To Change Without Notice, E&OE = 


-« Digicom Offers You << 


ee Free Catalogue (With All Orders) 


+ Regular Newsletters And Special Offers 
+12 Month Guarantee On All Product 


¢ 30 day Replacement Of Faulty Product 


+¢ Technical Helpline 
-« All Product Tested Before Despatch 
2¢ Price Or Product Match 


History Of 
The Amiga 


To tell the story of the Amiga one must start right at the beginning of Commodore itself, and 
also briefly tell the story of the Atari ST alongside the Amiga as it will he explain the deep-set 
rivalry between the two firms. 


Our story starts with Polish born Jack Tramiel, who was a living testament to the American 
Dream. Jack had migrated to America shortly after World War 2, having been sent to 
Auschwitz and losing his father during their time at the Ahlem labour camps. So when he 
arrived to America in 1947 for a new start, he had only his wits and a willingness to work. 
Thankfully this was a time of prosperity for America and soon after he got a job in the US 
military, fixing office equipment. In 1953, thanks to an agreed secured loan of $25,000 from 
the US military, Jack bought a little shop in the Bronx area to continue to repair office 
equipment and specifically typewriters. He called his firm Commodore Personnel 
Typewriters. 


He chose the name Commodore as he wanted to acknowledge the US military in some way, 
who had given him his first break and put up the loan for the shop. In 1962 Jack decided to 
branch out in selling electronic calculators and then manufacturing them The calculators 
were being well received, although Commodore was still regarded as one of the little guys. 


In the early 70’s Chuck Peddle had been working for Motorola on the popular, but expensive 
6800 chip. As impressive as that chip was Chuck had realised that at $300 the chip would 
have limited applications it could be used for, and so he wanted to design a budget chip to 
capture that market. Motorola didn’t like the idea however, and told him to drop the project. 


So Chuck left and started to work for a microprocessor firm called MOS Technology. By 
1975 he had designed the impressive chips 6501 and 6502 which could be made far cheaper 
than any of its rivals. Jack seeing the company’s potential and knowing he needed to start 
manufacturing chips to be competitive in the calculator market, quickly bought the company 
outright and so renaming the company Commodore Semiconductor Group. It was during this 
time that Chuck Peddle convinced Jack Tramiel that computers would be the future and so 
he agreed for Chuck to work on designing a new computer for Commodore. 


That computer Chuck designed, would be completed and released in 1977 and would forever 
associate Commodore with the world of computing called the Commodore PET 2001 it was 
a beautiful machine and a phenomenal success for the company, becoming the main computer 
used by schools across America. The Commodore Vic-20 would quickly follow in 1980. A 
computer more geared towards graphics and the home market, the machine was another major 
hit for the firm. But it was the next machine that would make Commodore the de-facto name 
for home computers across the world. 


& commodore 


WICe 1) 


=== 


Jack Tramiel. Born in Poland as Idek 
Trzmiel on 13 December 1928 sadly 
dying on the 8th April 2012. He 
founded Commodore. 


An early Commodore calculator, that 
transitioned Commodore from 
typewriters to electronic calculators. 


Chris Peddle. Born in Maine, US 
on 25" November 1937 sadly dying 
on the 15 December 2019. 

He is known for as main designer 
6502 Micro-Processor that would 
revolutionise low cost computing. 
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Jay Miner. Born in Arizona, USA on 31° 
May 1932 sadly dying on the 20" June 

1994. He is the father of the Amiga and 
designed graphics and audio chips for the 
Atari 2600 and 8-Bit family. 


Larry Kaplan, creator of Combat and 
Kaboom! on the Atari 2600 and 
co-founder of Activision. 


Atari 400 released in 1979, and was 
quite ahead of its time for low cost 
8-Bit computing. 


That machine was the Commodore 64 and released in 1982. With its impressive graphics and 
wonderful SID chip to play music, it was a wonderful machine for the home and especially 
for playing games. Consequently, in the US in-particular it became the main home computer 
of choice, outselling their main rivals the Atari 400 and 800 machines. Despite such success, 
in the boardroom of Commodore things weren’t smelling of roses, with Jack Tramiel and the 
CEO Irving Gould (who Jack had joined forced to get the money to by MOS) were having 
major disagreements on how to run the company. In particular with Jack wishing to give his 
sons positions in the firm. 


In January 1984, Jack resigned from the company he had created and set up his new firm 
Tramiel Technology Ltd (purposely misspelling his name to ensure correct pronunciation) to 
design a new computer to rival his old firm. After a few months, with the collapse of Atari 
consumer division due to the video game crash, Jack saw his opportunity and bought Atari, 
the main rivals to his old firm. 


Rewind back to the mid 70’s and in Atari an extremely talented engineer Jay Miner (pictured) 
had joined the company. He would be instrumental in creating the TIA display hardware used 
in the Atari VCS (Atari 2600) and then would be lead chip designer for both the Atari 400 
and 800 computers. But by 1979 Jay was frustrated with both the management style and 
shortsightedness of the Atari company, with them not investing in research and development 
of better more powerful hardware. 


So Jay left, to join a firm making pacemakers. Meanwhile in 1982 over in Activision, one of 
the co-founders Larry Kaplan was also frustrated with his company, in that it was still only 
making games for Atari. So in 1982 Larry phoned up Jay asking him to join him, starting a 
new company with the brief to design the ultimate home games console. So with David Moor 
as CEO and other fellow ex Atari staff they set about to design that ultimate games console. 
Calling the company Hi-Toro, for no other reason than a name meaning high bull they found 
funny, they setup in a little office in Santa Clara and set about designing the dream games 
console, under the project name Lorraine. 


3144 Qakmead Village Dr, Sania Gara, C4, nied Staten 


rt i aie 


But Jay was really far more interested in designing a business computer 
than a games machine, seeing there being real potential to take on 
the IBM and Apple computers. But investors wanted a games console 
and so Jay would design that, albeit secretly including much in his 
design that would allow it to expand and become a home or business 
computer very easily, should it be required. 


Early concept designs of 
the machine, that would 
eventually become the 
Amiga. 
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But designing a new machine for a start up company was a slow process and Larry Kaplan was beginning to get frustrated with them 
still so far away from seeing the fruits of their labour (and some returns to their finances). To help with the finances they turned to 
Nolan Bushnell (he who founded Atari and had also left after the Warner take over at a similar time to Jay Miner). They offered him 
the position of CEO of their company, but instead Nolan turned the offer down and offered Larry Kaplan to instead leave Hi-Toro 
and join him on a venture instead. Larry did this and so left Hi-Toro in well Hi-Bull(shit) indeed. Incidentally the venture Larry had 
left to join Nolan on didn’t succeed and he would end up going back to Atari to work for them again. Meanwhile Hi-Toro desperately 


needed funds to keep afloat and so decided to write some games for the Atari 2600 console calling this sub company Amiga. 


They created games that were rudimentary, and also a Joyboard peripheral that allowed you to control the on-screen action by shifting 
your body on the board. So a bit like the Nintendo Wii-Fit board. Sadly due to incredibly bad luck with timing, most of the games 
didn’t sell well or even got released due to the video game crash occurring and the market going through total meltdown in the US. 


Amiga started as a spin off to make Atari VCS games, 
but it became the main trading name when they found 


the Hi-Toro name was already in use. 


It was around this time that they realised that they couldn't 
use a Hi-Toro name anymore as it was used by a Japanese 
gardening manufacturer, so they dropped the use of Hi-Toro 
and instead used their other name they had used... Amiga. 


The video game crash of 1983 in America, made the idea of 
making video-game consoles foolhardy and so the investors 
agreed to instead work on creating a home personal computer 
instead this was relatively easy for Jay to adopt as that is 
what he ideally wanted to do all along. So by 1983 a demo 
of the concept breadboard design of the Amiga was first 
shown and this is where they showed their now famous red 
and white bouncing ball demo that had wowed audiences who 
saw it and had became the unofficial logo for the new 
Amiga machine. 


The new Amiga was a huge hit of the show, but time and 
money was running out for the company Jay had already 
mortgaged his house up to the hilt to keep his staff paid. 
But he was running out of options, they needed financial 
backers fast. 


So they began negotiations with their old employees Atari 
and to help facilitate this. Atari came in and lent money to 
the company Amiga, that bought a little more time to keep 
them afloat, as they negotiated to license the Amiga chip. 


At this time, Jack Tramiel had left his company Commodore 
and after taking a six-month break had decided to buy the 
struggling Atari from Warner's Interactive, and raking control 
of Commodore’s main rival. On acquiring Atari he also nabbed 
some of Commodore’s best engineers such as Shiraz Shivji, 
who was a key engineer behind the Commodore 64. 


Under Jack Tramiel’s new Atari ownership, Shiraz and his 
many engineers who had worked on the C64 Commodore 
computer, began a new special project to create the next Atari 
home computer code-named R.B.P. or Rock Bottom Price. 


Shiraz and his team would work under severe pressure to 
design this Atari's new wonder machine and by July 1984, 
in just six months, they had created the astounding Atari ST. 
The ST by the way stands for Sixteen (16-bit bus) and Thirty 
Two (32-bit processor) the Atari ST computer uses. The Atari 
ST was officially released in January 1985 and for the time 
was revolutionary. 


But we are getting ahead of ourselves. Let’s rewind back to 
1983 and Jay’s Amiga company who were trying to sell Atari 
their new Amiga chip. You see behind the scenes, Atari had 
their own new machine in development (the Atari ST), and 
so in reality, they had no interest in licensing the custom chip 
by Amiga and aiding a potential competitor. As far as Atari 
was concerned, they needed to be shut down fast, to better 
aid the success of their soon to be re-released Atari ST. 


At last minute on the evening of the Amiga reveal at 
the 1984 Computer Electronic Show (1984), the Amiga 
team wrote the now famous Boing demo, of a real-time 


bouncing ball with shadows. The demo was the star of 


the show, and the bouncing ball has been the unofficial 
mascot of the Amiga ever since. 


Shiraz Shivji, born in 1947 in Tanzania, Africa. Was 
a key engineer of the C64 and Lead engineer on the 
Revolutionary Atari ST. 


The Atari ST released in June 1985 for $999.99 (with 
a colour monitor) or $799.99 with a black & white monitor), 
beating the Amiga to market by a month, was a revolutionary 
computer. Still its drive for low cost, meant it did miss 
the clever hardware nuances of the Amiga. The Atari 
would be the most popular 16-Bit home computer, for the 
next two years. This would continue until the Amiga 
500 was released at a friendlier home computer price point. 
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Dr. Tim King in the UK 
at Metacomo, was 
contracted to design 
AmigaDOS that would 
underpin the whole 
Amiga software design. 


R. J. Mical is the 
designer of both the 
KickStart and the 
revolutionary 
Workbench Operating 
System, which still 
impresses to this day. 


JIERS 
19TH 
POIWF 


The iconic Amiga image asking to insert a disk, still gives 
nostalgic feels to Amiga gamers to this day. 


Aniga Horkbench, Version 1.8, 317128 free nenory 


Denos Clock Preferences 


| 
Utilities 


Systen 


So instead Atari called in the initial loan knowing full well 
that Amiga couldn't pay it and so they would default in 
getting the chip given to them anyway. It looked the end 
of Amiga with Jay’s company and dream. But in the final 
hour the company Commodore, who had recently lost their 
best engineers to Atari and was looking for their own 
successor to their Commodore 64 machine. They had seen 
the stunning real-time bouncing ball demo, and had been 
impressed. So with the ready-made Amiga chip and computer 
seemed too good an opportunity for them to pass up. 


So with Commodore’s help, Amiga paid off the loan-noose 
that Atari had created and Commodore bought the Amiga 
company outright. At this point Jay’s fellow workers 
effectively became Commodore employees albeit in a 
completely separate division at the company. 


Atari meanwhile were bitter that their main rivals had nabbed 
the Amiga, and so attempted to sue Commodore saying the 
Amiga chip was too close in design to the Atari 400 and 
800 chip design (which Jay had previously worked on). It 
was a ridiculous argument. But these legal wranglings took 
a long while to sort, and a lot of effort for Jay and his team 
to disprove this baseless claim in court. 


One amazing facet of the Amiga was its operating system 
called Workbench which was based on the original 
AmigaDOS work of the Englishman Dr. Tim King. This 
was then expanded upon with a wonderful Graphical User 
Interface made by R.J. Mical. It was a marvellous Operating 
System, far advanced to any rival of its day, even out-shining 
the Macintosh in the IBM PC. As a nod to the Hi-Toro 
days, for the Amiga crash (the equivalent to the Windows 
blue screen of death) was the Guru Meditation screen. This 
strange term was an in-joke with the Amiga developers, as 
when they were developing the Workbench Operating System 
when it crashed they would go over to the Atari VCS Amiga 
Joy-board peripheral that they made years ago and play a 
video game where they would sit on it cross-legged and 
remained still, meditating as long as possible (and calming 
themselves down.). Actually, there's now a game very similar 
to this on the Wii-Fit board. 


Workbench was a multi task Graphical Operating System 
that was far better than other OS’s of the day. It still 
impresses and is fondly loved today, 


The famous Guru Meditation error screen on the 
Amiga, came about as in joke at Amiga, as when 
they hit bug they couldn’t solve, they would use the 
Amiga Joy-Board peripheral from the Hi-Toro days 
(like a Wii Board) to sit and chill out on. They 
called it Guru Meditating and the name stuck. 
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Jay Miner - Dale Luck - Dave Needle 
Lead designer co-designed the || - co-designed 
of the Amiga Amiga the Amiga 


hardware. hardware. hardware. 


The Amiga 1000 was released on the 
23rd July 1985. It was a gorgeous, 
revolutionary machine, but sadly didn't 
sell that well, only selling about 35,000 
machines. You see the problem was 
with the confusing marketing campaign 
of Commodore focusing on the home 
C64 market. When the Amiga specs 
and high price point was far more suited 
to the business world. So the school 
kid marketing campaign, that 
Commodore was so used to giving with 
a Commodore 64 didn’t resonate. All 
this gave the Amiga confusing idea of 
where the machine was being aimed 
at, with it falling in between the 
business world and the home gaming 
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market. You see it didn't have the killer 


office apps to compete with the PC On its launch of the Amiga 1000, Commodore enlisted Andy Warhol and singer 
business market, and where it was Debbie Harrie (Blondie) to showcase what the Amiga was capable of, in the 


marketed the machine was really too hands of talented artists. 


expensive at this point for your average 
school kid. 


By 1986 Commodore was struggling. The once mighty cash cow of the 
Commodore 64 had dried up, with most gamers moving on to consoles such as 
the Nintendo NES. So without this main income, Commodore had to do some 
serious cutbacks with seventy percent of the workforce reduced in various offices 
around America including the Amiga office. The Amiga division also due to cost 
saving had to move from Los Gatos to West Chester Pennsylvania. This had 
resulted in Amiga losing almost all of their Amiga staff, only leaving five people 
including Jay miner. 


For the Amiga staff that remained, they looked to see what they could do with 
the Amiga design, but making it more geared for the home computer market that 
Commodore were more recognised in. So George Robbins was tasked to make 
a new cut down Amiga, under the project code-name Rock Lobster (in reference 
to the B52 song). 


This was to be a cut down version of the Amiga and successor to the C64. 
Released in April 1987. This time Commodore were in familiar territory and 
the Amiga 500 would go on to be a huge success (outside the US at least). But 
by 1989 Commodore were in full swing, releasing the Amiga to much success 
across Europe. 


The Amiga would see many variations over the years, and this for many confused 
and over saturated their market with needless minor variations, that made many 
of the older games unplayable frustrating their customers. Also in Europe in the 
early 90’s gamers tastes had begin to switch, with kids preferring the cheaper 
consoles over computers, and adults and older kids had 
moved to PC, which was now the business standard and 
had cool games like Wolfenstein 3D and Doom. 


Sadly, on 29th April 1994, Commodore filed for bankruptcy 
and despite, some other companies continuing to release 
new hardware, the Amiga and Commodore dream had 
reached its end. 


The Commodore Amiga is a special machine and one we 
all hold dear to all our hearts. 


Le Roi Est Mort, Vive L'Amiga! 
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George Robbins - Instrumental in designing 
the cheaper Amiga models (A500, A500+, 
A600 & A200) He sadly died on the 
26" April 2002. 


Commodore: 
1954-1994 
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Amiga Hardware 
-& Game Bundles 


The Amiga went through a dizzying array of different hardware 
and game bundles in its relatively short lifespan. 


So in the following section we have decided to breakdown all 
the offical Commodore Amiga hardware and game bundles that 
were released. 


Of course many third parties expanded those game bundles 
themselves or made their own, but for the main these are the 
bundles we all remember. 


Researching this section, brought me many happy memories, 
poring over the game adverts and many of the hardware that 
made us drool, as we all looked to save up and buy this 
amazing machine. 


So which one did you get? Were you an early adopter with the 
third party Ten Star pack? Or did you come on board at the Amiga 
peak with the hugely popular Batman Pack? Perhaps you came 
along later or upgraded, with the myriad of Amiga 600 and 1200 
game bundles? 


Either way, I fondly hope this next section will bring you as many 
nostalgic warm fuzzy feelings, as it did for me to write. 
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Amiga 1000 


Launched: 23" July 1985 
Discontinued: January 1987 


Price: $1,295 


CPU: MC68000 32 bit internal bus, 16 
bit data bus, 7.16MHz clock speed. 


RAM: 256K Chip RAM as standard, 
expandable to 512K internally, 
externally expandable to 8Mb Fast 
ram, 256K writable control store. 


oo pe ee 
~ A. fy — 
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A revelation when released, the Amiga 1000 had some truly stunning hardware design, and a ground breaking operating system (Workbench). 
With beautiful sleek design, nice touches such as the case being elevated to house the keyboard underneath. Sadly the device didn’t sell 
particularly well due to a confusing advertising campaign from Commodore Who were advertising it as a school kids PC, with emphasis on 
gaming. But with an asking price of $1,295 about £870, it was far more suited as a business machine, that could also offer stunning graphic 
capabilities for presentations and the like. Gaming at this price point was simply an additional bonus. in fact, it's one of the great what ifs? 
The question is: What if Commodore had handled the advertising better for the Amiga 1000? Would the Amiga and not the IBM compatible 
PC be the dominant force? I think the answer is still no, but it certainly would have had more impact on the business world and especially 
in the graphic design world. 


It was an impressive highly specced out computer, light years 
ahead of its time, and showing its original gaming console roots, 
with 256kb ram and with an option to expand that to 512kb. It had 
a mighty 7.159 MHz Motorola 68000 CPU and ability to display 
4096 colours at one time all though 16 colours was the more 
practical option. Sound as well hadn’t been forgotten either, with 
it have 2 stereo channels, allowing for an unparalleled audio 
experience. 


All in all it was the Dogs nuts (maybe Mitchy’s?). In conclusion 
in 1985 if you wanted a business machine that was brilliant at 
multimedia then the Amiga was your go-to machine... 

Even beyond, dare I say The Apple Macintosh. 
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The case had love poured over every 
inch of the Amiga and it showed, from 
it’s clever, intelligent design, right down 
to the back of the case that had all those 
from the Amiga family in producing the 
machine... Even with the paw print of 
Jay Miner’s dog Mitchy. 


It is such attention to detail and genuine 
love and care of a product, that is sadly 
missing in today's world of only profits 
and the bottom line mattering. 


So it must have been heart wrenching 
for Jay and the team when the 
Amiga 1000 only’ sold around 
35 thousand machines before ceasing 
production in 1987. Especially when the 
design was so sound and that it was the 
Commodore confusing marketing mainly 
to blame. 
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Amiga 500 


Launched: 1987 
Discontinued: 1991 
Price: £499.99 
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CPU: MC68000 32 bit internal bus, 16 bit 
data bus, 7.16MHz clock speed. 


RAM: 512K internally and 1mb model 
upgrade available. 


os) 


In 1987 Commodore released the A500 - a cheaper version of the C= Commodore 


A1000 - which came in the "distinct" Commodore box. The basic 
system still used the 68000 processor, 512k ram, and OCS chip- 
set but had got rid of the ZORRO slots in favour of a DMA slot 
at the side of the machine. 


The operating system had been upgraded to version 1.3, which 
included the Amiga Command Line Interface (Shell) allowing the 
user more functionality. This is the machine that kicked the entire 
Amiga world into focus and brought more people to the Amiga 
than has been done since. There are two different revisions of the 
A500 motherboard: 


500P - 'Productivity' edition - 1Mb memory (512k Chip, 512k 
Fast). 


500C - improved version that incorporated the new Agnus chip, 
providing 1Mb Chip RAM (corresponds to the Amiga 2000C) 
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The Imagination Is Your Limit 


Amiga S00 ea 


~ Released:1987 Price: £399.99 
| Titles included: Photon Paint 


TenStar Pack 

Released: 1989 Price: £399.99 

Titles included: Amegas, Art of Chess, 
Barbarian, Buggy Boy,Ikari Warriors, Insanity 
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Fight, Mercenary,Terrorpods, Thundercats and 
Wizball. 


Barbarian (Palace) Buggy Boy 
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Ikari Warriors Mercenary 


Thundercats Wizball 


Art of Chess Terrorpods 


TENSTAR PACK 


WORTH OVER £229) 


C= Commodore 


MERCENARY 


FREE! - MERCENARY COMP - by Novagen 


. rot = & ‘ 
= t —m : 3 
FREE! - BARBARIAN, ULT WARRIOR - by Palace 
== : ° ~~ Pe” INCLUDES 
; i FREE UK 
C | DELIVERY 
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The Amiga 500 is one of a new breed of technologically 
advanced computers, which are now emerging as the new 
standard for home computing, based around the new Motorola 
68000 chip. The A500 has 512K RAM and a iMbyte double 
sided disk drive built-in. It can be connected directly to a wide 
range of monitors, or to a domestic TV set through a TV 
modulator. Designed with the user in mind, the A500 features a 
user friendly WIMP environment and comes supplied with a free 
mouse. And, when you buy your Amiga from Silica Shop, the 
UK's No1 Amiga specialists, you will experience an after sales 
service that is second to none, including a technical support 
helpline and free newsletters and price lists. Return the coupon 
below for our current information pack, which will give details of 
the Silica service and the very latest Silica Amiga offers E&OE 


PHOTON PAINT PACK 


vew Commod xe Amiga computer, A500 Computer When you buy the Amiga 500 from Silica op, you will not only 
PrtsAnerns ‘ lew prio eis an a get a high power, value for money computer, we will also give 
- hes: tol ; TV Modulator you some spectacular free gifts. First of all, we are now including 
A adece ant a TV modulator with every A500 stand alone keyboard ou 
Photon Paint can plug your Amiga straight into your TV at home (the 


modulator is Not included with AS500+A1084S pack as i! ss not 
TenStar Pack m ia n ncluded with tne AD v pack as r 


required for use with monitors) S diy, we have added a {ree 


TOTAL PAP: £72443) it ea ay wc 


FREE! - (KARI WARRIORS - by Elite FREE! - WIZBALL - by Ocean 


no 
y 


LESS DISCOUNT: £325.43 | | »2 202 20772 100% away wr ae 


TENSTAR ¢ ES PACK with every A50 hased af Silica 


A500 Computer £399.99 

1084S Colour Monitor £299.99 
Photon Paint £69.95 
TenStar Pack £229.50 


» This pack features ten top Amiga titles which have a 
combined RAP of nearly £230! Return the coupon tor details 


THE FULL STOCK RANGE: The \argest range ot Amiga 


related peripherals, accessones, books and software in the UK 
AFTER SALES SUPPORT: The staff at Silica Shop are 
Gedicated to Neip you to get the best from your Amiga 

FREE NEWSLETTERS: Mailed direct to your home as 
S00N 8s we print them, featuring offers and latest releases 
FREE OVERNIGHT DELIVERY: On all hardware orders 


shipped to Scleca Shop customers within the UK mainiand 


PRICE MATCH PROMISE: \We will normally match our 


competitors offers on a ‘same product same price’ basis 


When you Suy your Amiga 500 Amegas £14.95 
from Sica Shop, we want to Art Of Chess £24.95 
Joel panabie thet is wny ee Barbarian, Ult Warrior £19.95 
are giving away the TENSTAR Buggy Boy £24.95 
GAMES PACK wortn nearly Ikari Warriors £24.95 
£230, absolutely FREE with Insanity Fight £24.95 
every A500 purchased from us Mercenary Comp £19.95 


pobeion' espero helo yor aed GO TOTAL RRP: £999.43 | | ("5 's%, Ons 2.5) Terrorpods £24.95 
: : LESS DISCOUNT: £350.43 | | 22° n2v2-siy socsages in Trundercats are 


ont just take Our word for it Complete and return the 
| below for our latest Amiga literature and begin to 
experience tne Silica Shoo specialist Amiga service 


ts own casing with nstructons Wizball £24.95 


But d 


PACK E cs 
VAY @ 


To: Silica Shop Lid, Dept PCWK 12/88, 1-4 The Mews, Road, Sidcup, Kent DA14 40X 
you already Own an Amiga Computer and would like io be registered on our mailing list as an PLEASE S$ D ME FREE LITERAT RE ON THE AMIGA 
Amiga user, lel us know We will be pleased to send you Copies of our orice lists and newsletters 
FREE OF CHARGE 88 they become available Complete the coupon and return it to our Sadoup 
DrINCH and began experiencing & specialist Amiga service that is second to none Mr/Mrs/Ms Initials Surname - 

Address 

SIDCUP (& Mail Order) 01-309 1111 . 

1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX . 

OPEN: MON-SAT 9am - 5 30pm LATE NIGHT: FRIDAY 9am ~ 7pm 
LONDON o1- 580 4000 
52 Tottenham Court Road, London. W1P OB. 
OPEN: MON-SAT 9 30am - 6.00pm LATE NIGHT: NONE Postcod . 

———LKL— stcode 
LONDON 01-629 1234 ext 3914 aie 

Setfridges (1st tloor), Oxtord Street, London, WIA 1A8 Do you already own & computer 


OPEN: MON-SAT 9am - 6 0Opm LATE NIGHT: THURSDAY 9am - Bom If so, which one do you own? 


28 


RGDS AMIGA TOP 50 GAMES 


Batman Pack 

Released: Oct 1989 - Sept 1990 Price: £399.99 

Titles included: 

Batman: The Movie, NewZealand Story, Interceptor and Deluxe Paint 2. 


DISTANCE 
637 


SCORE :66339660 


F/A-18 Interceptor Deluxe Paint 2 NewZealand Story 


Flights Of Fantasy 

Released: April to September 1990 Price: £399.99 

Titles included: 

Rainbow Islands, F29 Retaliator, 

Escape from the Planet of the Robot Monsters and Deluxe Paint 2. 


20400 1900000 


4 


— -- - 
. 


Escape From The Planet of the Robot Monsters 


Deluxe Paint 2 


F29 Retaliator 
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Soy PUBLISHER: 


fe CHOICE 


ONLY COMMODORE AMIGA 
MAKES ALL THIS POSSIBLE. 


When you first see a Commodore Amiga 
you ll be amazed at how much it can do 
After you've seen its capabilities you wont 
be surprised that over a million Commodore 
Amigas have been sold worldwide 

That's because Commodore Amiga Is 
the world's most acivanced home and small 
business computer. It is also the leader in 
specialised applications such as Desktop 
Publishing, video graphic design and music 

It talks, animates, educates. whether youre 
nine or ninety, student or teacher Commodore 
Amiga has the software to aid learning. As well 
as these applications, it offers a wealth of enter- 
tinment with the latest h-rech video games 


The potential of the Commodore Amiga 
doesnt stop there. Commodore Amiga has 
thousands of software packages available as 
well a5 a huge range of supporting magazines 

The Commodore Amiga 500 and 2000 
make so much possible youre limited onty 
by your imagination 

For further information and your nearest 
Commodore dealer phone (008)023 233 
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Commodore 


AMIGA 


SA COM O84 


Classi905 


90’s bundle with less applications 
included. 


Deluxe Print i" 


bd 


Released: 1990 to 1992 Price: £399.99 
Titles included: Cut down Class of the 


Included with the Class of the 
90’ bundle was a VHS video as 
a music video made of all the 
applications included in the bundle. 
This was to give the owners and 
schools ideas on what you can 
do with the machine. The Amigang 
You Tube channel has it here: 


https://youtu.be/--4Qw0rNt30 


Released: 1989 to 1991 Price: £521.70 

Titles included: Deluxe Paint 2, Maxi-plan, 

ProWrite 2.5, Deluxe Print 2, Let's Spell, Amiga Logo, 
Dr. T music composition software and a BBC emulator 
for compatibility with older education applications. 


the power and control 
that KCS 3.5 with MPE 


KCS AutoMix 
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Phantom 
For more information 


and a complete catalog 
call 617-455-1454. 


9 M 
so 
e 100 Crescent Rd 
Needham, MA 02194 


Come see us at COMDEX in the Commodore booth 
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RETURN THE COUPON FOR FREE COLOUR BROCHURE. 


The Commodore A500 Batman Pack must 
surely rank as one of the most popular com- 
puter packs ever! The pack features the 
Commodore Amiga 500 computer with 
mouse controller and TV modulator, plus 
four top software titles. The software in- 
cludes: ‘Batman The Movie’ - Rid Gotham 
City of the cunning joker, in Ocean's top 
selling title based on the blockbuster Bat- 
man film; New Zealand Story - high quali- 
ty conversion of the leading arcade game; 
Interceptor - Dogfight with two F-16's in 
this leading flight simulator; Deluxe Paint 
ll - top quality Amiga graphics package 
which set the standard for others to follow. 
Return the coupon for further details. 


SHOP 


OFFER 


On all hardware orders shipped in the UK 
Team of Amiga technical experts at your service. 
We normally match competitors on a ‘‘Same product - Same price”’ basis 
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PACK INCLUDES: 
A500 Computer & Mouse £399.99 
A520 TV Modulator £24.99 
Batman The Movie £24.95 
New Zealand Story £24.95 
Interceptor £24.95 
Deluxe Paint Il £49.95 


TOTAL RAP: £549.78 
Less Pack Saving: £150.78 


PACK PRICE: £399.00 


£399 : 


Proven track record in professional computer sales. 
Solid and reliable with maintained growth 


Volume discounts available for large orders. 
Demonstration and training facilities at our London & Sidcup branches. 


All of your Amiga requirements from one supplier. 


Will be mailed to you with offers and software/periphera!l details. 


By cash, cheque and all major credit cards. 


Silica are licensed credit brokers - return coupon for details. 


Before you decide when to buy your new Amiga computer, we suggest you think very carefully about WHERE 
you buy it. Consider what it will be like a few months after buying your Amiga, when you may require additional 
peripherals or software, or help and advice with your new purchase. And, will the company you buy from contact 
you with details of new products? At Silica Shop, we ensure that you will have nothing to worry about, Silica have 
been established for over 12 years, and have an annual turnover of £13 million. With our unrivalled experience 
and expertise, we can now claim to meet our customers requirements with an understanding which is second 


to none. But don’t just take our word for it. Complete and return 
the coupon now for our latest Free literature and begin to ex- 


perience the "Silica Shop Service’ 


RETURN THE COUPON NOW FOR 


FREE BROCHURES 


> 


SILICA Te 


SHOP 


YOU 


SES BS 


For the more serious or professional applica- 
tions user, Commodore have a selection of 
systems based around the expandable Amiga 
2000, at prices from £1295+VAT. The A2000 
features a full Mb RAM (expandable to 9Mb), 
9 system expansion slots, plus IBM com- 
patibility with the use of PC-XT or PC-AT 
bridgeboards. Complete and return the 


coupon, putting a tick 
in the A2000 box, for £1295 
details of A2000 com- 


puter systems. +VATe £1489.25 


MAIL ORDER: 


Order Lines Open: 


LONDON SHOP: 


SIDCUP SHOP: 


Opening Hours 


BUSINESS/EDUCATION: 


Order Lines Open 


To: Silli 


ND 


Mr/Mrs/Ms: ......... 


POCONO ais tistacanesccosaaiscecasnacnss 


Which computer(s), if any, GO yOU OWN? 00.0... csseeeesestersesensseeseesenseceseesenensenaesneanens® 


Ss Se? ES 


Mon-Sat 9.00am-6.00pm 
Opening Hours: _Mon-Sat 930am600pm—___ 


Mon-Sat _9.00am-530pm 


Mon-Fri 900am-6.00om 


Initials: ......c0cee 


sacasevsseaasasssasnaessaass Tel: 


Flight of Fantasy is the very latest Amiga 500 pack from Commodore, 
featuring BRAND NEW software releases, to make this the most spec- 
tacular A500 pack ever! The pack features the Amiga 500 computer 
with mouse controller and TV modulator, as well as four top software 
titles. These include the following: 


throwing a fainbow and you're ready 
to go island hopping. From the Island 
of Doh to Monster Island, you will en- 


Late Night 


‘The ultimate in flight simulation with a choice 
of two aircraft and four battle environments 
with dozens of different tactical missions. 
Aerial combat, strategic bombings, interac- 
tive ground based battles, carriers 
o»» the list of features is endless. ume 
cockpit displays, including ‘true radar’ 
enhance the realistic feel of this stunning 
‘simulation. 


PACK INCLUDES: 
A500 Computer & Mouse £399,99 
A520 TV Modulator £24.99 
Deluxe Paint Il £49.95 
Escape/Robot Monsters £19.99 
Rainbow Islands £24.95 
F29 Retaliator £24.95 


TOTAL RRP: £544.82 
Less Pack Saving: £14582 


PACK PRICE: £399.00 


1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-309 1111 


0p 2 No Late Night Opening 
52 Tottenham Court Road, London, W1P OBA 


Thursday until 8pm 


Fax _No: 081-308 0608 


Tel: 071-580 4000 


Fax No: 071-323 4737 


Closed on Saturdays 


ica Systems Ltd, Dept. A.U.!. 0291-32, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX 


Ch i 
FURMAILIUN 


POO SS os sovaseei0s pes tie} kateb yy Netvdeatosnsevidchsouiend 


1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-302 8811 


Late Night: Friday until 7pm 


1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-308 0883 


Fax No: 081-309 0017 


Fax No: 081-308 0608 


\ THE ARK 


A2000 (7) 


ESOE - Acvervsed prices and speciticabons may Change - please return Ine Coupon for Ine \stest information. 


Silica Astra Pack 
Released:1991 Price: £399.99 
Titles included: 


MMO’ 


Design 


isionar 


Datastorm, Dungeon Quest, RVF Honda, Powerplay: The Game Of The Gods, Tower Of Babel, 
y 


Shufflepuck Cafe, MicroProse Soccer, Kid Gloves, Grand Monster Slam, E-Motion. 


[ASTRA PACK }2) 


FOR THE COMMODORE AMIGA 


ASTRA PACK ~ 


| ASTRA PACK |10) 
TOWER oF 


FOR THE COMMODORE AMIGA 
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Screen Gems 


Released: September 1990 to July 1991 Price: £399.99 
Titles included: Nightbreed: The Interactive Movie, 
Back to the Future 2, Days of Thunder, Shadow of the Beast 2 and 


Deluxe Paint 2. 


Back to the Future : Part II 


Days of Thunder 


Deluxe Paint 2 


— 
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Amiga 2000 


Launched: March 1987 
Discontinued: 1991 
Price: $1,495 


CPU: MC68000 32 bit internal bus,16 bit data bus, 7.14MHz 
(NTSC), 
7.09MHz (PAL) clock speed. 


RAM: Memory varied according to the hardware revision. The 3.x 
revisions found in German models use 512Kb Chip RAM on their 
motherboard and 512Kb Fast RAM on a processor card. 


Revision 4.x, the American edition, had both 512Kb Chip and Fast 
RAM 
soldered onto the motherboard. 


Aimed at the high end business market in Europe. The Amiga 2000. 
was an affordable option for small businesses. The initial 
release was a floppy drive only, but could be fully 
upgraded to take a hard drive. 


Later models of the 2000 included the hard drive 


as standard. 


SRA 2000 


ER Wawa 


000C VOIWY 
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Amiga 2500 


Launched: 1989 
Discontinued: 1991 
Price: $1,495 


CPU: MC68020 or MC60830 32 bit internal bus, 
16 bit data bus, 14.3MHz or 25MHz clock speed. 


RAM: 1MB Chip RAM on their motherboard and 512Kb Fast 


RAM on a processor card. 


This is another 2000 variant in Europe not officially sanctioned 
by Commodore. It included an accelerator card to make the 
Amiga run faster. Upgraded Amiga 2500 were used in NASA for 


specialised communications up to the year 2005. 


Amiga 1500 


Launched: 1990 
Discontinued: 1991 
Price: £999 


CPU: MC68000 32 bit internal bus, 16 bit data 
bus, 7.14MHz (NTSC), 7.09MHz (PAL) clock 
speed. ECS Chip-set. 


RAM: Memory varied according to the hardware 
revision. The 3.x revisions found in German 
models use 1MB Chip RAM on their 
motherboard and 512Kb Fast RAM ona 
processor card. 


This is a revision in the UK, not officially 
sanctioned by Commodore in the US. It took 
the Amiga 2000 but put two floppy disk drives 
and upgraded the memory to 1Mb. It didn’t 
come with a hard drive as standard, although it 
could be upgraded. 


00ST VOIWY 
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" Amiga CDTV (@nTy 


Launched: March 1991 
Discontinued: 1993 
Price: £699.99 


CPU: MC68000 32 bit internal bus,16 bit data bus, 7.14MHz 
(NTSC),7.09MHz (PAL) clock speed. and ECS Chip-set. 


RAM: Memory varied according to the hardware revision. 
The 3.x revisions found in German models use 1MB chip 
RAM on their motherboard and 512Kb Fast RAM ona 
processor Essentially an Amiga 500 with IMB RAM anda 
CD drive. 


The CDTV was one of the better multimedia machines out at 
the time. I remember going to a friend’s house whose family 
had bought this and being blown away with New Grolier 
Electronic Encyclopedia which had the full 21 book volume 
set and multimedia video clips on a single CD. It felt so 
futuristic. 
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Rather than sold as a computer it was marketed as a consumer 
device in order to compete with the Philips’ CDi. It was criticised 
by the Amiga fraternity for the lack of expandability or support 
from third parties. Until recently it was impossible to upgrade the 
machine beyond version 1.3 of the OS. It is possible to turn the 
console into a fully fledged computer by adding a keyboard and 
disk drive . 


Nolan Bushnell (He who started Atari was involved and had this 
to say of the device... 


"CDTV will truly change the way people learn and are 
entertained. It's the real new media of the _ nineties.“ 
- Nolan Bushnell, CDTV Project Manager . 


The only competition was the Phillips CD-i; Even Commodore 
could have influenced the development of the CD market to favour 
their machine, right? However, the CD market was still an 
unknown that had different requirements to the standard Amiga. 
To investigate this further, Commodore hired a study group to 
research the area and make recommendations. 


This resulted in the decision to distance the CDTV from the 
computer, promoting it as the next generation VCR. Commodore 
insisted that retailers did not physically place it near to other 
computers. This led to mass confusion, computer people did not 
buy it because "it wasn't a computer", while non-computer people 
said it was "too much like a computer." It only sold in small 
numbers but did introduce the Amiga to the advantages of CD as 
a storage method. 
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Amiga A570 


Launched: August 1992 

Discontinued: 1993 

Price: £349.99 (Price Drop 2 months later to 
£299.99 (By 1993 it was down to £249.99) 


Device: Single Speed CD drive. 


Plugging in to the side of your Amiga 500, this effectively 
turned your machine into a CDTV and so allowed you to not 
only access the CD Amiga library, but also fantastic resources 
such as the 17-Bit PD library, allowing you to access their 
entire public domain library across several CD’s. 


The system was often bundled with Sim City, which was a 
version of the game with CD music, better graphics and three 
different time periods to build in being Medieval City, Wild 
West City and Future City . 


CoTV 


= 
y " cory 


Collection for Amiga CDTV / ify \ 


GS The Continuation Disc 
on 
Sa 
oN 


WSs 


‘WW Westvpts 
\WUDWRB™SD 
\E BBBBW™SE 


na oa ® D> | 
Ww \ We) 


ALG) VOINY 


4] 


42 


RGDS AMIGA TOP 50 GAMES 


Amiga = 
3000 


Launched: June 1990 
Discontinued: 1992 
Price: $3,379 


CPU: MC68030 32 bit internal bus, 16 bit data bus, 
16MHz or 25MHz clock speed. 


RAM: 2MB. First Amiga to have 
Kickstart 2.0 Operating System as 
opposed to 1.3. This was sold as 
high end graphic workstation. 


In October 1991 they also released the Amiga 3000T (Tower) which for 
$4,498 included a 100MB hard drive or $4,998 for the 200MB hard drive. 
As standard it had 2MB RAM, but this could be expanded up to 18MB. 
It also had drive bay slots to include 5.25 inch floppy disk drives should 
you wish to upgrade. 


Kickstart 2.0 was 
a big upgrade, 
unfortunately it 
meant quite a few 
games designed 
for Kickstart 1.3 
wouldn’t work. 


Amiga 500 Plus 


Commodore Amiga 500 plus 


Ss < = 7? 


Launched: 1991 
Discontinued: 1992 


Price: £359.99 ar Commodore’ f A 


CPU: MC68000 32 bit A NA] f A ; | 
internal bus,16 bit data bus, 4) LL a2e+= Pls— 


7.16MHz clock speed 


SQTd 005 VOINV 


RAM: 1MB internally 
upgrade-able to 2MB. 


This was the same design 
as the Amiga 500, but 
now using Kickstart 2.0, 
Workbench 2.04 and 1MB 
as standard and 
improvements to the 
Enhanced Chip-Set (ECS). 


Unfortunately being on 
Kickstart 2.0 made many 


older Amiga games no 
longer work. Still it was 
very popular Amiga in its 
short lifespan. 43 
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Amiga 
500 Plus 
Bundles eau 


Skeets TES TRE TES 


(reste anenansnannnsent Reuter 


Released: July 1992 to September 1992 SESSES SES ATO ATO Are seers 
Price: £359.99 
Titles included: The Simpsons, Lemmings, 


Captain Planet and the Planeteers and Deluxe Paint 3. 


| 
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TIME GOALS 


Tannane 


Complete with | Megabyte of RAM 
afd TY Mechdahor 


The Cartoon Classics was a 
popular game bundle, with its 
Amiga reaching its peak of 
popularity. The bundle was 
accompanied with a big TV 
advertising campaign in the 
UK that can watched on Retro 
Yak You Tube channel here: 


https://youtu.be/AnkfPPXsDKM 


Why is it everyone wants an Amiga? Well, for 
slarters there's the massive 1 megabyte memory, 
lagendary graphics and mind: blowing sound 
Then there's an incred . : 
ible 7,000 games to C Commodore 
choose from, with derens more releatéed each 
month. 

Ags 00" 8¢ you taste the action, youl understand 
why the Amiga ig the world’s best-selling 
home computer. 

In fact. with Lemmings, 

Bert Simpson, Captain 

Fisnat and Deluxe Paint 

i!) all included in the 

‘Cartoon Classes” pack, 

it really is the only 

cholce, 4nd fo make the most of your machina, 
check out Amiga Formal magazine. H's @ wicked 
mis of nows, reviews, Gdvice and hot tips, 
showing you exactly what's what 

it's also fat and away the best-selling 
Amiga mag 

Wot surprising when you see how much you gai 
gach manth-ower 200 pages plas a disk packed 
with exciting Golraara. What's mora, ihe current 
issue includes a froe supplement ospacially for 
those cengiconing an Amiga, ’ , 

So don't get het im the cark. AMIGA 
Get down to your newsagent for a copy of Anuga 
Format and the full low-down en the Amiga, 
ar phone O828 779878 
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Commesdore Business Machines, Commodores House, The Satichbeck, Gate Bee Macenhaed, Gertsters 24 7A 


STAND-ALONE 


@ 512K AMIGA .... £329.99 
@ TV MODULATOR FREE 
@ MOUSE CONTROLLER... FREE 
PLUS! - FREE FROM SILICA 

@ ARCADE ACTION PACK ... £229.78 
@ PHOTON PAINT 2.0... £89.95 


TOTAL RRP: £649.72 


NEW! CARTOON CLASSICS PACK | (ee YOU SAVE: £320.72 
HARDWARE: SOFTWARE - PRODUCTIVITY ' od : ‘ SILICA PRICE: £329 


512K AMIGA 500 ... . £329.99 DELUXE PAINT Ill ...... £79.99 


A520 TV MODULATOR... FREE PLUS! FREE FROM SILICA - 
A501 RAM EXPANSION ..... £9999 ARCADE ACTION PACK... £229.78 See | | PLUS! FREE HOLIDAY ACCOMMODATION 


SOFTWARE - ENTERTAINMENT PHOTON PAINT 2.0 ............._ £89.95 
BART SIMPSON. : £24.99 TOTAL RRP: £906.67 
CAPT PLANET & PLANETEERS .... £25.99 YOU SAVE: £507.67 
LEMMINGS .... £25.99 


We 


PLUS! 16 NIGHTS FREE : ~ ie = : 
HOLIDAY ACCOMMODATION SILICA PRICE - INC VAT + FREE DELIVERY — SILICA PRICE - INCLUDES VAT + FREE DELIVERY 


mic 
= 
<p 


ARCADE ACTION PACK - £229.78: 
Asterix - By Coktel Vision 
The new Arcade Action Games Pack is THE Chess Player 2150 - By CP Software .... £24.95 


software compendium for Amiga owners, featuring — men ayer Drivin’ Force - By Digital Magic 
ten top titles with a variety of different types of 5 Di 5 
games for you to enjoy. Each title is packaged in : : _ : Live & Let Die - By Elite 

its own plastic case, with a colour sleeve and full ae ) : Onslaught - By Hewson 


instructions. The Arcade Action Pack is FREE! ; ¥ ¥ ; . : 
when you buy your Amiga 500 from Silica. J AY : ~ Pipe Mania - By Empire Software 


(FREE!) £219 78 b= Ge eS ES) eee Rick Dangerous - By Firebird 
—— = . Rock ‘n’ Roll - By Rainbow Arts 


Skweek - By US Gold 


PHOTON PAINT 2.0 16 NIGHTS HOLIDAY Trivial Pursuit - ey Domark 
GRAPHICS PACKAGE HOTEL ACCOMMODATION . 

Every Amiga 500 from Silica Systems comes with aFREE | Every Amiga from Silica comes with a FREE 72 page, full ART PACKAGE - £89.95: 

Photon Paint 2.0 (RRP £89.95), one of the most advanced | colour brochure with accommodation vouchers. These j a i i 

art packages available for the Amiga. With it, you willbe | vouchers entitle 2 people to stay up to 16 nights in one Photon Paint 2.0 Ey eee 
able to harness the extraordinary graphics power of the | hotel (or any number of hotels to a total of 16 nights) with : 
Amiga and produce inspirational accommodation FREE (you - — TOTAL RRP: £319.73 
pictures in minutes. With 4096 ane could take up to six nights for 
colours, your pictures will reach life- +; ; four people, or other options). 
like appearance. These can be Choose from the 250 hotels 
animated in real-time using a vast featured in the catalogue. All 
range of graphical effects, including 7 you have to pay for are your 
blending colours and dithering, : meals (prices are listed in the 
stencils, shadowing, . WORTH brochure). Reduced rates in top 


contour mapping and £89 95 : London hotels and hotels in 
surface mapping. fi France are also featured. 


PLUS! FREE HOLIDAY ACCOMMODATION 


MAIL ORDER: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-309 1111 
SILICA SYSTEMS OFFER You Order Lines Open: Mon-Sat 9.00am-600pm No Late Night Opening Fax_No: 081-308 0608 
LONDON SHOP: 52 Tottenham Court Road, London, WiP OBA Tel: 071-580 4000 
3 . Opening Hours: _ Mon-Sat _9.30am-6.00pm Late Night: Thursday until 6pm Fax No: 071-323 4737 
FREE OVERNIGHT COURIER DELIVERY: On all hardware orders shipped in the UK. LONDON (SELFRIDGES): ist Floor, 369 Oxford Street, London, WiA 1AB Tel: 071-629 1234 
Opening Hours: Mon-Sat 9.30am-6.00pm Late Night: Thursday until 8pm Ask for extension 3914 


TECHNICAL SUPPORT HELPLINE: Team of Amiga technical experts at your service. 
PRICE MATCH: We normally match competitors on a ‘‘Same product - Same price’’ basis. 
ESTABLISHED 12 YEARS: Proven track record in professional computer sales. 
BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available for large orders. 
SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches. 
THE FULL STOCK RANGE: A\l of your Amiga requirements from one supplier. 

FREE CATALOGUES: Will be mailed to you with offers and software/peripheral details. 

@ PAYMENT: By cash, cheque and all major credit cards. 

Before you decide when to buy your new Amiga computer, we suggest you think very carefully about 
WHERE you buy it. Consider what it will be like a few months after buying your Amiga, when you may 
require additional peripherals or software, or help and advice with your new purchase. And, will the 
company you buy from contact you with details of new products? At Silica Systems, we ensure that 
you will have nothing to worry about. We have been established for over 12 years and, with our unrivall- 
ed experience and expertise, we can now claim to meet our customers requirements with an understan- 
ding which is second to none. But don't just take our word for it. Complete and return the coupon now 
for our latest Free literature and begin to experience the ‘Silica Systems Service”. 


SIDCUP SHOP: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-302 8811 
Opening Hours: Sat 9.00am-5.30pm Late Night: Friday until 7pm Fax No: 081-309 0017 


Mon- 


SESE 
Ph: Silica Systems Ltd, Dept CMFOR-0991-60, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 40x 


J Mr/Mrs/Ms: .........» Initials: ...........00- SUPRA sve hea scsscasrceqesecvoreeserees evans Ri spus ven stmaypressbeanpeadatons I 


PURIST OGG Wie cs crcenea cnnnpsaenaesssoansnniesagectast\xeaacend ivepeyetcanse vopeoteoaperes ceomat une gas vopbavrnsditenadtesiovel spahteces foassepnaat 
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il Which computer(s), if any, do you own? .... 


Amiga 600 


Launched: March 1992 
Discontinued: 1993 
Price: £399.99 


CPU: MC68000 32 bit internal bus, 16 bit data bus, 
7.16MHz (NTSC) and 7.09MHz (PAL) clock speed. 


RAM: 1MB internally upgrade-able to 2MB. 


The Amiga 600 was a much smaller footprint, being 14” width, 
9.5” depth and 3” height it was a marvel of engineering. 


game 
i i expansion slot underneath for additional RAM and 
Unfortunately this meant it lost the number keypad on the keyboard, © iMb AMIGA 600 (No Hard Disk) 


which a lot of games (especially flight sims used) making those games | ® DELUXE PAINT Ill (OMb HD version only) .. 


unplayable. Consequently, it was derided by magazines and Amiga ; Wea nenie ok ee sky aly See 


owners back in the day, and only had limited popularity in its short | PLUS! - FREE FROM SILICA 


; : v2.0 
lived lifespan. : 
© GFA BASIC INTERPRETER V3.5. ..-rcsccscmorncn ee 
ee . PLUS! TOTAL PACK VALUE: 
It’s a shame as with Kickstart 2.05 and a fatter Agnus chip, to make 16 NIGHTS FREE HOLIDAY LESS PACK SAVING: 


up to 2MB memory addressing as standard, not to mention a PCMCIA ACCOMMODATION SILICA PRICE: 
expansion slot to allow easier expansions such as hard drives, CD 
drives and expansion of Ram to 6MB. In late 1992, a version of the 
Amiga 600 (A600HD) came with a 20MB hard drive included for 
£499.99, 
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SOFTWARE Pp, 
WITH THE AMIGA 500, 600 


ZOOL PACK; 


SOFTWARE PACK 
* ZOOL 
|* PINBALL DREAMS 
| © TRANSWRITE 
© STRIKER 


worn oven £127 


THE Software P: 

1 a ‘ack of ty 

500, 600 or 1200 purchases © 
OCs 


Cartoon Cias: 
we wi 


of 0 
worth of FREE GIFTS. ms 


only £199, the lowest > 


ood 
We are pleased to offer ° 
the 1mo RAM Amiga t fo 
500r.us Standalone for 


pes Price for an 
Enables your migal PLUS! When 
Plays pati ote UE software GamPalible with CD + G and CO + you buy it from Silica 

: Storage capacity equal to 600 floppy oi — we _will give you a 
5 intemal RAM exparion aeons Pe sks 


Compatible with CD-Fi 

intemal hard drive PO (Comins Seer) Standard ISO9660 }OM industry 
sy | Transfer time 153Kbrsec ore Comes with CDPD collection 
cit’ oe ae econd + Sim City FREE from Siiee 


FREE ZOOL PACK 
worth over £125! 


2ms RAM VERSION 
A5S00rwus + ZOOL PACK 


payment of £29.95 
ne Dy having an extra 512K 

door. if you do not you should 

tnthout ck or £23.95 (RAM 0510) for a STON POL ko a ooo) for 8 = 


2AM AMIGA 500pus 


_ 


Lo RAM AMIGA SOOHD | 2m RAM AMIGA 1200 


| FREE!) 
— =|"sreu | 
* .-_. AMIGA 1200 1835.39) 


SK aN. i x =a \ we. >) 
PACK VALUE: £72 Sian + ate PS TS 4 


SILICA PRICE 


fe “My - WITH 20m 
~ HARD DRIVE 
hr Meer oro... 
ae Pe 
wy f AetL Sy as, v4 
ST ly — { 
— fn FREE! ae J 
pra 
= ad 
PACK + MORE! - SEE ABOVE PACK + MORE! - SEE ABOVE a PACK + MORE! - SEE ABOVE 
@ tmp A600 + Mouse, 3/2" Drive, ..s.cssscsees £299.99 } @ 1m» A600 + Mouse, 314" Drive, .. . £299.99 
TV Modulator, Smart Card Slot 


INCLUDING VAT - AMC 0592 


85m HARD DRIVE FOR AMIGA 600/1200 


a tast Maxtor hard drive. Because fitting ANY internal hard 
ait drive yourself will invalidate your 
Amiga's warranty, Silica offer a i 
i 


@ DELUXE PAINT Ill - Graphics & Animation £79.99 
@ MICROPROSE GRAND PRIX - Racing Sim £34.99 
SILLY PUTTY - Pliable Arcade Game..... £25.99 
@ PUSH OVER - Game of Puzzles. . £25.99 
FREE From Silica (see top left) ... £267.87 
Total Pack Value £734,82 


@ 1 <32-Bit CPLU/RAM 
HOME WARRANTY Expansion Siot 

© G8020EC Processor @ PCMCIA Smart Card 

@ 14.19 Clock Speed Slot takes 512K - 4ue 

© 32-bit Architecture PC Cards 

@ 2m Chip RAM Standard © Built-in TV Modulator 

@ Amiga 00S v3.0 @ 96 Key keyboard with 

@ AA Chip Set for Numeric Keypad 


@ TRIVIAL PURSUIT - Popular Quiz 
e FREE From Silica (see top left) .... 


= Enhanced Graphics @ 2% Internal Hard Drive 
" Total Pack Value £872.82 } | 5 16 Mi\ion Colours Optional Extra 
service. Silica’s trained engineers wi 1 YEAR AT Less Pack Saving £435.82 1 YEAR AT Less Pack Saving £473.82 } | § o.256 000 Colouts . 1 eat On-site 
professionally install the hard drive in | | HOME WARRANTY Silica Price £299.00 | | HOME WARRANTY Silica Price £399.00 
your Amiga, keeping your Amiga 


on Screen 


Maintenance 
NEW PACK WITH £10 TO CHARITY 
When you buy this new pack from Silica, a £10 


Comic Relief! The 
pack includes the 


warranty intact and then return the 


Amiga to you by free courier delivery. NORMAL 


RRP 


NORMAL 
RRP 


INC VAT Raf: AMC 0799 


INC VAT Ref: AMC 0649 
AMC 0649 40» Hard Drive £449 inc VAT Ret: AMC0899 hilarious new software 
2Mb RAM £329  akwosro || toe Raw Option Add £30 +RAM0570 || fife Sleepwalker. 


— ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 


INC VAT Ret: AMC 1212 


MAIL QRDER: Na, es a The Mews, Hatherley Ra, Sidcup, Kent, DA14 40X Tel: (081-909 iin 
Si LI CA SYSTEMS OF F ER You LONDON SHOP: imei 52 Tottenham Court Road, London, W1P OBA Tel: 071-580 4000 
© FREE OVERNIGHT DELIVERY: On all hardware orders shipped in the UK mainland. 


© TECHNICAL SUPPORT HELPLINE: Team of technical experts at your service. 

© PRICE MATCH: We normally match competitors on a “Same product - Same price” basis. 
® ESTABLISHED 14 YEARS; Proven track record in professional computer sales. 

© ©12 WILLION TURNOVER (with 60 staff): Solid, reliable and profitable. 

® GUSINESS + EDUCATION + GOVERNMENT: Volume discounts available 081-308 0888. 


__Opening Hours: Mon-Sat 9.S00m-6.00pm___ Na. Late Night Opening __—____Fet Now 077-223-4737 

LONDON SHOP: Selfridges (Basement Arena), Oxford as London, WIA 1AB Tel: 071-629 1234 
Hours: Mon-Fri 9.30am-7. close 6. Late z o Extension: 3914 

SIDCUP SHOP: é 1-4 The Mews, Hatherley ‘Ba, Sidcup Kent DAI 40X Tel: 061-902 6611 


Keddies (2nd Floor), High Street, Southend-on-Sea, Essex, SS11LA Tel: 0702 
Mon-Fri 9.30am-5.30pm (Sat 9.00am-6 00pm) No Late Night Opening Fax No: 0702 
© SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches. —— 
© THE FULL STOCK RANGE: All Pri te spre from one supplier. | To: Silica Systems, CVG-0493-104, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 40x ) 
© FREE CATALOGUES: Will be mailed to you with offers + software and peripheral details. ‘ : A 64 PAGE AMIGA COLOUR CATALOGUE | 
© PAYMENT, Major credit cards, cash, cheque or monthly terms. | . A OY FAQE ANIA VER VAIALVUVE | | 
Betore yoy think carefully about ' 7 
WHERE. psy "Considereharh aia a Hnghegpee te, Fy art gr your Amiga, ye ven 4 Mr/Mrs/Miss/Ms: ....... IMitiANS: ..seessseessnecenne SUIMAIME! scssisisssessocssconcsossccasseccansessunsepessstesssqubeasensescryys® | 
wokeae fh chase. And, 
=< beh patbiinend 1 “my eth B. Compariy \Nalite. (ii Spies: 65 cascpssicensacersnssciaesorpdndshssdadcapahonnapesisgvid GEAnUARGAA SOR TaARASON CON RETO 


| AG OGS) 2ia55reseasfetsodsnacast¥asazacatonsya scurdeaatana4etdsaltebstiaal SIEVE IONS 


Crews MAIL ORDER HOTLINE 
é 


081-309 


[et (HM) ssnsmsumnnnnnsinsnnns TQ AWG): nsnnsinnnnis eel 
y_Which computor(s), If any, do YOU OWN? sss sssss 


Wah beens yh FAG HURNHAN AS BRODY 
_ —_— 


HAOE . Adveriined prigas and apociticationa may change » Proase roluin the Coupon for the latest Information. 


Amiga 600 
Bundles 


Released: March 1992 to September 1992. 
Price: £399.99 or £499.99 with 20MB hard drive. 
Titles included: Photon Paint 2. 
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RGDS AMIGA TOP 50 GAMES 


Released: 1992 to 1993 
Price: £399.99 
Titles included: Lemmings and Deluxe Paint 3. 
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The classic 


+ 


Lemmings game 
got its own bundle. 


Released: 1992 to 1993 

Price: £399.99 

Titles included: Robocop 3, Shadow of the Beast III, 
Myth: History in the Making. Graphic Workshop and 
Microtext. 
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Shadow of the Beast HI 


Robocop 3. A revolutionary 3D game, mixing 3D driving, shooting & jet packs. 
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History in the Making 
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SEX» VIOLEWCE AMD DRUNKEN REVELRY: 
Ly IF WE MUST 


Trivial Pursuit: Genius Edition 


Released: 1992 to 1993 
Price: £499.99 with 20MB hard drive. 


Titles included: The Epic bundle is interesting 
from a historical perspective, illustrating the first 
time that Commodore used two illustrations on 
either side of the box to sell the bundle to differing 
markets. 


For game players, they would be more interested in 
the Epic illustration, while serious users would find 
the Language Lab more appealing. The bundle 
featured a 20MB 2.5 IDE hard drive, a word 
processor Amiga Text with a 5 language dictionary, 
Trivial Pursuit, Myth : A History in the Making, 
Rome AD 82, Epic and Deluxe Paint 3. 


INCLUDES 

Push-Over + Grand Prix 

Putty 
Detuxe Paint itl 

Word Bert Satery th bet home computer 
more 16 bet tees ther ey ctrer computer 
CRANE te 
One pear of home service 
leat Bam buy Cxperetetee 
2698 Commers pias Weres Sours 


Released: 1992 to 1993 
Price: £399.99 

Titles included: Microprose Grand Prix, Silly Putty, 
Push-Over and Deluxe Paint 3. 


Push-Over 


Silly Putty 
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Released: 1992 to 1993 
Price: £499.99 with 20MB hard drive. 
Titles included: Push Over and Construction Kit 2. 


The application included a 
VHS tutorial on how to use 
it that can be watched here: 


https://youtu.be/ulJF750ZVoO 
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Amiga 4000 


Launched: 1992 
Discontinued: 1994 
Price: $3,699.99 


CPU: 32-Bit Architecture, Motorola 68EC030 or 68040 at 25 MHz 
Advanced Graphics Architecture (AGA) 


RAM: 2MB, expandable up to 18MB on the board, with an additional 128 MB 
via the CPU slot and also 512 MB per Zorro ILI slot. 


A huge powerhouse Amiga designed for professionals, and Combined with Amiga Video Toaster peripheral, The Amiga was used in doing 
everything from TV shows like Catchphrase and The Chart Show, Babylon 5 and SeaQuest (mostly on Amiga 2000’s). It also it played a 
hand in doing some special effects for movies like Titanic and Apollo 13. Pretty impressive! For rich casual users, the main thing that 
stood out was the AGA chip-set, which allowed for the computer to show 256.000 colours on the screen from a palette of 16.8 million. 


It was also the first introduction of the Operating System Workbench 3. 
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AMIGA4000 


Commodore 
Amiga4000 - 
die neue 
Generation 


Amiga ist Multimedia, denn der Amiga wurde 
von Anfang an als Multimedia-Computer kon- 
zipiert. Deshalb sind auch im Gegensatz zu 
herkommlichen PCs bereits Musik, Video- und 
Grafikchips feste Bestandteile des Amiga. Das 
heift professionelle Verarbeitung von 
farbigen Gratiken und Bildern, Integration 
von Ton, Sprache und Musik, Filmsequenzen, 
Animationen sowie Erstellung von live 
Desktop-Videos und perfekten Prasentationen 
Der Amiga beweist sein breites Leistungsspek- 
trum; in allen Branchen, z. B. Ton-, AV- und 
Fernsehstudios arbeiten immer mehr Profis mit 
dem Amiga. Mit echtem Multitasking wird der 
Amigo zum unbegrenzten Multitalent 

=> » Das auBerordentliche Preis-/ 
VERTRIEBSBUROS 5 Leistungsverhaltnis macht lhnen den 

) §=Einstieg in Amigo Multimedia leicht 
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Bezugsodressen unter 069/6638156 


Amiga 1200 


Launched: October 1992 
Discontinued: 29" April 1994 
Price: £399.99 


CPU: 32-Bit Architecture, Motorola 68EC020 @ 14Mhz Advanced 
Graphics Architecture (AGA). 


RAM: 2MB, expandable up-to 8MB on the board, With additional 256 
MB if had a CPU upgrade. and also 4MB in PCMA slot. 


On the 21" October 1992, Commodore took the power of the 

Amiga 4000, and the streamlined design of the Amiga 600 (but now 
elongated with a numeric keypad, to make the pinnacle of Amiga 
design for the home market. 


AMIGA»1200 


The home computer for the 90s. 
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Amiga 1200 
Bundles 


Released: 1993 to 1994 

Price: £349.99 

Titles included: Wordworth 2.0 AGA, Deluxe Paint 4 AGA Dennis 
and Print Manager, Dennis and Oscar. 
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The pack came with an exclusive version of Amiga Format 
magazine for the pack. This is very sought after by collectors. 


Released: 1993 to 1994 

Price: £399.99 

Titles included: Sleepwalker and a special edition of Amiga 
Format magazine. 
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the red nose game 
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RGDS AMIGA TOP 50 GAMES 


Released: 1993 to 1994 

Price: £299.99 (£449 with 80MB hard drive). 
Titles included: Trolls (AGA) and 

Nigel Mansell World Championship (AGA). 


Trolls (AGA) 
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A solid couple of games, with it having Trolls: A platformer based on those creepy toy 
Trolls, using seemingly every colour the AGA chip could muster, and Nigel Mansell World 


Championship, a really good arcade racer based on Formula One. 
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DECEMBER 1993 


MIGA 1200 ema? 


SEE PAGES 18-20 
INC VAT FOR DETAILS 


PLUS GFA BASIC, & 
PHOTON PAINT Il 


WORTH NEARLY 


AMIGA 1200 

® 32-bit processor! NO HARD ORIVE 
© 14.19mHz clock speed! 

® 16.7 million colours! 

Optional hard drive! 

. S ; OFFICIAL HARD DRIVE 
Stereo sound! OPTIONS AVAILABLE 
® Enhanced graphics! FROM ONLY £449 


SEE PAGES 12-14 FOR DETAILS 
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MAIL ORDER Mons, Hanrencr Ro, Soeur, Kar, DATA4D 081-309 1111 
1-4 Tee Maws, Harmencey Ro, S Kent, DAI4 40X 
RETAIL SHOPS: ee 
CROYDON: Debenhams, 2nd Floor, 11-31 North End, Croydon, Surrey, CR 1RO .... 081-688 4455 
ESSEX:  _Keddies, 2nd Floor, High St, Southend-on-Sea, Esser, SS1 1LA 0702 468039 Pr a / 
IPSWICH: —_Deber 2nd Floor, Westgate Street, Ipswich, IP1 3EH 0473 221313) wi 
St, London, W1A 1AB 071-629 1234 onal ’ 1m 


LONDON: Selfridges, Basement Arena, Oxt | 
> 071-580 4000 


LONDON m Court Road, London, W1 
‘ Hatherley Road. Sidcup. Kent, DA14 4Dx 081-302 8811 ———.-- 


SIDCUP: ‘1-4 The Mew 
BUSINESS, EDUCATION & CORPORATE ENQUIRIES 081-308 0888 
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Released: Spring 1994 to 1996 

Price: £399.99 (£499 with 80MB hard drive) 
Titles included: Total Carnage, 

Brian the Lion, Zool 2, Wordworth v2, 
WordWorth PrintManager, Day by Day 
Planner and Personal Paint V4. 


A dual box, which depending whether you 
looked at the front or back of the box would 
appeal to either gamers (Computer Combat 
side) or serious and education users 
(Innovations side). 
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Total Carnage 


bSOOG0G20020600668066 


Personal Paint 4.0 


FRONTIER Exite I] Pack 


Dare You Acctrr Tut Cuauencr??? : 


Released: Late 1994 to 1996 

Price: £319.99 (£489 with 80MB hard drive) 

Titles included: Elite I: Frontier, Total Carnage, Brian the Lion, Batman Returns, 
Zool 2, WordWorth AGA, Print Manager, Day by Day and Personal Paint 4. 


Another dual box, which depending whether you looked at the front or back of the 
box would appeal to a different audience. 


wt 
Elite II: Frontier 


Batman Returns Personal Paint 
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Commodore Amiga 1200 


The Real portion of hone: compacts ia here. 
Wah thecaptniabes of tb Rar Auriga fulsarcel 
Graphics Airchitocienc and the features availible 
fe Ami 30 eT Barve alencae pope poreer 
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ProTTitrit tii 32-bit power 
SFP eeeeee OME RAM 
Sfecseeeesseseee 16.76 colours 
“TEL TTT TT rye ete yy) Stereo sound 
essusaseeeas> PCMCIA interface 
eee a Hard disk support 
Si0ceseeseeee® Truc multitasking 
TILE crTLta tired. Video editing 
Sepeeeeeeeeseseseep Animation 
POO) mech i rendering. 


Steneeceeeel Desktop publishing 


AMIGA®°1200 
has them built-in! 


Others require users 
to perform magic tricks ... 
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Amiga 
CD32 


Launched: September 1993 Discontinued: 29" April 1994 
Price: £399.99 


CPU: 32-Bit Architecture, Motorola 68EC020 @ 14Mhz 
Advanced Graphics Architecture (AGA). 

RAM: 2MB 

CD Drive: Dual Speed. 


Commodore’s attempt to enter the console market, did initially do quite 
well, even outperforming sales of the Mega CD in the UK. Sadly though 
the console came to late with Commodore nearing bankruptcy and with a 
lawsuit (due to unpaid hardware and XOR infringement lawsuit), meaning 
they were unable to sell the console in the US market. Sadly Commodore 
went in to bankruptcy on 29th April 1994 and many un-shipped Amiga 
CD32 units were seized by the Philippine Government for no payment. 
Still despite its short manufacturing life cycle the Amiga CD32, had several 
years of support and had still has a vibrant home-brew scene today. 


Also the release of the SX-1 and SX32 by third parties, allowed the CD32 Bo 
to become a fully fledged Amiga and are highly sought after today. 


The official 
CD32 
controller (un- 
affectionately 
known as the 
“Dog & Bone” 
was horrid. 
Thankfully 
third parties 


stepped in to make 


replacements. 
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" Amiga CD32 
Bundles 


Released: 1993 to 1994 

Price: £249.99 

Titles included: Dangerous Streets, Diggers, Oscar 
and Wing Commander. 


The first official CD32 game bundle (before it was just the 
standalone unit). This had a mixed bag of games from great to 
terrible, and none really showcasing the advantage of the CD format 
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Diggers - An OK Lemmings clone, 
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Dangerous Streets - The headline game featured in the Oscar - incredibly colourful and looks lots of fun, with movie 
pack, was laughably dire in every conceivable way. nods & references. But the game isn’t that great sadly, being 
One of the worst fighters I have ever played. quite unbalanced. 
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but hardly a graphical showcase for 


the console. 


4 CO" 32-BIT POWE 


AMI A CD” he Weortet’« Firat & 


2-Bit CO Games Console 


Released: 1993 to 1994 AMIGA CD22 ee 
See | JHE (HAOS FNGINE 
Titles included: Microcosm, Chaos Engine, Dangerous Streets, Oscar, Wing 
Commander and Diggers. 


The second official CD32 game bundle added some extra half decent games to the 


mix, and the Psygnosis game Microcosm, which a least showcased the CD format, 
with amazing CD music and visually impressive pre-rendered backdrops. 


Oana dal 


Diggers - An OK Lemmings clone. Oscar - A visually impressive, but Microcosm - pretty poor shooter, but 
a poor platformer. did use the CD at least. 


’ 


& se Gera | ie 


Dangerous Streets - A dire Wing Commander - A classic but failed Chaos Engine - By far the best game in the 
awful fighter. to use the CD storage. bundle. 
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RGDS AMIGA TOP 50 GAMES 


Released: 1994 to 1994 
Price: £249.99 


Titles included: Cannon Fodder, Diggers, 
Liberation, Microcosm, Oscar, Project-X SE and 
Ultimate Body Blows. 


The final official CD32 game bundle was a great 


line up of games, even if most didn’t make the most Project-x Special Edition - Good shoot Ultimate Body Blows. Mixes in the roster of the first two 


of the CD format. Sadly the bundle came too late, i 
just a few months before Commodore going 


bankrupt to make a bigger impact. 


0 6) 
Liberation : Captive 2. In-depth ~ BA VES 
Sci-Fi RPG. Oscar. If only it played as well as it 


looked. 


Cannon Fodder - One of Amiga’s finest, 


although better with a mouse. ae? Ai (Glelais 5) sii 
Diggers - An OK Lemmings clone. 


Microcosm. The Psygnosis shooter is style over substance, but with music of 
Rick Wakeman (Rock band Yes) and 
pre-rendered backdrops, this at least used the CD format. > 
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ORDER 0181-209 1111 


TCHNICA 


MANCHESTER © 


AMIGA CD 


CHUTIOAL ZONE PACK with 7 CD TITLES 


* 32-BIT POWER 

* BUILT-IN DUAL SPEED CD-ROM DRIVE 
* 16.8 MILLION COLOURS 

* ALSO PLAYS AUDIO CDs 

* 11 BUTTON CONTROLLER 

* TITLES AVAILABLE FROM £14.99 

: OPTIONAL SX? COMPUTER MODULE 


* OPTIONAL FULL SCREEN VIDEO CD MODULE 


(ee Nance 


PACK 
INCLUDES 


GO" GAMES CONSOLE 
CANNON FODDER 
OMSGERS 

LIBERATION 
MICROCOSM 

OSCAR 

PROJECT x 


uw \ = i 


INC VAT. CCO 3440 


FREE DELIVERY INUK MAINLAND 


A COMPLETE RANGE OF 


JUST SOME OF THE 100+ TITLES AVAILABLE ON CD 


Cuaos EwGiwe = 21.89 
| Gunstir 2000 = 2.99 
LaarRINTH OF Time £21.99 
Seex & Destroy £19.99 
Soccer Kw 09.9 
SreEDBALL 2 £14.99 
Suswans 2050 79.99 
SurerFroa 04. 
THEME Pann £34.99 
Virat Light £14.99 
Woatn Cup Gore £29.95 


PLEASE SEMI) INFORMATION ON. 
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A cheeky pun by Commodore UK towards 
the end of 1993 that plays on Sega's 
advertising campaign 'To be this good will 
take ages. Sega’. The billboard was sneakily 
placed outside the Sega headquarters. 
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Competitors © 
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These and dozens of other AMIGA CD32 titles are available now ! location 
C=: Commodore 


Commodore & the Commodore logo are trademarks of Commodore Electronics Ltd. Amiga CD32 is a trademark of Commodore -Amiga, Inc. Other trademarks are the property of their respective owners. 
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le are pleased to be able to offer you Commodore's latest innovation - 
@ Amiga CD*. This NEW console offers more than ever before, with 


2-bit processing power and 16.8 million colours, plus built-in CD-ROM 
ive, nothing else comes even close. And all for just £289! 


} 32-BIT POWER 


The world’s first console to use 32-bit technology the 68EC020 Processor 
runs four times as fast as a 68000 Processor 


s MILLIONS MORE COLOURS 


A massive palette of 16.8 million colours with 256,000 on screen at once - 
no other console even comes close! 


STEREO SOUND QUALITY 


Full CD quality stereo sound - just like your hi-fi! 


LOW COST GAMES 
Prices for quality games start BELOW £20! (see page 20) 


TV or MONITOR 


The CD™ plugs into your TV and most monitors 


DUAL SPEED 


Transfers data almost twice as fast as ordinary CD-ROM drives - makes it 
idea! for full screen Video CD 


MULTI - SESSION 

CD* can recognise ALL the data on CDs, even if information has been 
added after its initial pressing 

FULL SCREEN VIDEO CD 

Via an optional extra module which allows you to watch films on the CD 
compatible with the latest V deo-CD standard, endorsed by JVC, Matsushita 
Philips and Sony 

HUGE MEMORY 


2ue of memory for massive games 


® CONTROL PAD 


11 button omnidirectional pad with colour c oded buttons 


® OSCAR & DIGGERS SOFTWARE 


Two great games specifically adapted for the CD* together on one CD 


| FREE COPY OF LEMMINGS FROM SILICA | 
WITH EVERY AMIGA CD*2 CONSOLE | 


— _s 


THE WORLD'S FIRST 
32-bit GAMES CONSOLE 


—— 
INCLUDES —™ 


CD” GAMES CONSOLE 


With control pad, TV connection cable and power 
Supply unit 


BUILT-IN CD ROM DRIVE - 
Dual speed, Multi session drive capable of playing 

computer software, music CD's & CD+G, Plus 

Video CD's via FMV module (optional extra) 


BUILT-IN TV MODULATOR - 


For connecting your CD32 to any television set 


OSCAR 


The game scenario is set in a multi screen cinema 
complex where Oscar can enter any one of seven 
magical film worlds 


DIGGERS 


A game of cunning, money maxing and subterranean 
adventure. You've got one month to mine yourselt a 
fortune. The only question is which race of unruly 
diggers you are going to choose 


£299.95 


LEMMINGS £9.° 


Up to 100 lemmings drop into over 1000 screens full 
of danger. You must control these cute characters to 
help save each others lives 


PACK VALUE: 
LESS PACK SAVING: 


Order Ref: CCD 320t 7 
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Amiga 
4000T 


Launched: October 1996 
Discontinued: 1998 
Price: $4,000 


CPU: 32-Bit Architecture, Motorola 68040 
@25 MHz or 68060 @ 50 MHz 
Advanced Graphics Architecture (AGA) 


RAM: 6MB, expandable up-to 16MB on the 
board, With additional 256 MB if had a CPU 
upgrade. and also 4MB in PCMA slot. 


After Commodore went bankrupt, other 
companies such as Amiga Technologies. GmbH 
and later Escom released this 50MHz model, 
beauty. These are the pinnacle of Amiga 
design and power and highly sought after 
by collectors today, 


RGDS AMIGA 
TOP 50 GAMES 


Part One: 50 - 26 


Welcome to the RGDS Amiga Top 50 Games.When we 
thought about doing a podcast show on our 50 favourite 
games for one of our most beloved systems, it seemed 
a good idea, but then when Kingy, Ric and me (Drisk) 
started to work out what should make it on the list, we 
realised our mistake. You see it turns out we all have 
such vastly different tastes in genres and memories of 
games important to us, that suddenly our most beloved 
titles were knocked off the top 50 list, or clearly the 
most widely beloved titles knocked down far lower than 
the the other hosts had anticipated. Much gnashing of 
teeth and snarls ensued (along with failed bribes to the 
other hosts) and we were left with an interesting eclectic 
Top 50 list, we were all reasonably happy with. Overall 
I think we have a good representation of the Amiga game 
library, for those new to the system, or those reminiscing 
to enjoy these games again. 


For this accompanying book to the podcast, we have 
tried to give these games a detailed look into the 
Amiga’s finest, citing not just what we think, but 
putting the focus on what reviewers back in the day 
thought, and so hopefully an enjoyable read. Due the 
sheer scope the list is in two books, so there is a lot to 
enjoy and read through. 


So sit back with a nice mug of steaming cocoa and our 
accompanying podcast playing in the background, and 


let use take you through some of these Amiga classics. 


Enjoy and keep it Retro... 


ey 
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Key index 


Number of Players: 
S: Simultaneous (So 2 (S) would be up to 2 players playing at the same time). 
T: Turn Based (So 4 (T) would be up to 4 players taking turns). 


Additional Content: 

B: Back Story 

C: Controls Sheet 

CP: Copy Protection Sheet 

H: Hint or Tip Book 

M: Manual Link 

O: Video Footage of game Original system. 

S: Quick Start & System Requirements Sheet. 

T: Tutorial Video. 

V: Video Footage of Game (Long-play, In-depth Review or One Quick Go.) 
W: Web Site (To buy the game if available still.) 


Magazine Key: 

Additional Info: 

R: Re-Release (Budget Label) 

ECS: Standard Amiga Version (A500 etc) 

AGA: Amiga Advanced Graphics Architecture (A1200, A4000) 
CD32: Amiga CD32 Console. 

CDTV: Amiga Multimedia Console. 


Magazines: 

AA: Amiga Action (UK) 

AC: Amiga Computing (UK) 

ACAR: Australian Commodore and Amiga Review (Australia) 
ACE: Advanced Computer Entertainment (UK) 
AF: Amiga Format (UK) 

AFC: Amiga Force (UK) 

AG: Amiga Games (German) 

AJ: Amiga Joker (UK) 

AM: Amiga Mania (UK) 

AAP: Amiga Antics Plus (USA) 

AMg: Amiga Magazine (Italy) 

AP: Amiga Power (UK) 

AUI: Amiga User International (US) 
CAR: Computer Amiga Resource (USA) 
CU: CU Amiga / Commodore User (UK) 
CVG: Computer and Video Games (UK) 
D: DatorMagazine! (Sweden) 

G: Génération 4 (France) 

GM: Games Machine (UK) 

GMT: Games Master (UK) 

GX: Games-X (UK) 

I: Info (US) 

J: Joker Magazine (German) 

JS: Joystick (French) 

NZ: NZ Amiga Magazine (New Zealand) 
O: The One Amiga (UK) 

PP: PowerPlay (German) 

SV: Svenska Hemdatornytt (Sweden) 

U: User (Greek) 

YA: Your Amiga (UK) 

Z: Zero (UK) 

ZZ: Zzap64 & Zzap Amiga (UK) 


PTET NN 
¢ 


Nasal 


15"1090 1 7 
ISBN; 0-945712-87-1 


#5()): It Came 
From The Desert 


£29.95 — MIRRORSOFT — CINEMAWARE — 1989 — 1 PLAYER — 3 DISKS (OCS | 1MB)[M|V] 


Set in the 1950’s, It Came From The Desert is a love letter to all those classic 
50’s Sci-Fi films (particularly Them! (1954) and the film It Came From Outer 
Space (1953), but really any of those 50’s atomic big insect movies). 


The game starts with an impressive fully voiced intro and has you live in a tiny 
and dusty, desert town of Lizard Breath, Which is is full of a Lynch-ian like 
residents right out of Twin Peaks. You play Dr Greg Bradley, a geologist scientist 
who has arrived at the town in the last few months, to investigate a recent 
meteorite, that has crashed on the outskirts of town. The townsfolk are mostly 
unsure about you, being this outsider stranger, although you are beginning to be 
welcomed and have started to date Dusty, who runs the KBUG local radio system. 


The game is a mixture of basic adventure elements, where you go from place to 
place and speaking to the residents, finding clues to the strange happenings, to 
help determine where the giant ants nest is located. Each location has its own 
theme tune, really setting the scene and atmosphere as you explore this town. 


Interspersed with the adventure, is a series of action mini-games to mix things 
up. This may be a first person section where you see the giant ant up-close and 
personal and must shoot their antennae off to kill them. Or overhead sections, 
throwing DDT bombs on foot, or in a plane, taking out the army of ants, as you 
make your escape. Or perhaps you are driving playing “chicken” with the local 
gang the Hellcats, or in a one on one flick-knife fight. Fail in any of these mini 
games and its off to the hospital, to meet a very sexy and flirty nurse (still not 
to the level of Jenny Agutter from American Werewolf in London - Ed), where 
you can either rest up and lose vital days of investigation, or escape in a hilarious, 
overhead mini game, especially when you commandeer a wheelchair and go 
bombing around the corridors. 


The voiced intro, sets the scene as 
you watch the mysterious meteorite 
crash into the desert. 


Shooting the ant’s antennae is the 
only way to defeat them. 
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WHAT WE THINK? 


RETRORIC 


Wings being the only Cinemaware game I played back in the day, fills 
me with great dismay. I guess the 50's setting didn't grab me back then, 
being a proper Aliens and sci-fi lover. Turns out that I missed out, as It 
Came From The Desert is a great example of a game that was ahead of 
its time. 


I love the perpetual time with its day/night cycle as it really does give 
the setting a living breathing feel to it. With all the colourful characters 
you meet and the different locations on the map having business hours. 
This is a very 16-bit Amiga, proto-Grand Theft Auto concept, or even 
something like Fallout. With the point and click sections, driving, flying, 
knife combat, first person shooting. 


I didn't vote for this game, shamefully. Ignorance got in the way from 
this being higher on the list, however it's given me a gem to really get 
stuck into and discover properly. 


These action mini-games are a mixed bag, from terrible (knife 
fight and chicken), passable (shooting and overhead against the 
ants) and awesome (the hospital escape.). But it doesn’t really 
matter, the game is all about soaking up the atmosphere and cast 
of odd-ball characters, as you eventually take out the queen ant. 


The game isn’t perfect of course, the real-time nature of where 
characters and events can be, means that if you deviate too much 
from what it wants you to do, then the game is impossible to beat, 
as key clues or events will be missed. Still you be having such 
a grand old time, drooling at the sumptuous graphics and music, 
chatting and visiting everywhere, that you just wont care. 


So give this fantastic game a go, and then when you are done, 
play the amazing sequel Ant Heads, that mixes in the Body 
Snatchers and films of that ilk. You won’t be disappointed. 


x era ra, i ide 


Make a Call 
Accept reatment 


The cool fully voiced intro, really set the scene and 
that you are about to play something special. 


. ee = ar 
ee 
we tan y “ 
Pn a ome 
"an! * - Par | 
_ =—>2 » 

~_- —= «4 ae i 

‘ema ae re & Al 
a. oe 


i Dogme saaogas 


Fail to take out the ants in 
the mini-games and it’s off 
to the hospital for you. 


< Still going to the hospital 
isn’t without its perks. 
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WHAT THEY THOUGHT 


‘An atmospheric movie-like 
experience. there's nothing 


to touch It.’ 


- One Amiga 


You are always up for helping a 
damsel in distress. 


The escape the hospital section, 
mixing in stealth, with Keystone 
Cops is the games mini-game 
highlight. Especially when you find 
a wheelchair. 


The Minister of Silly hats, seems to 
know what’s happening. 


‘It goes without saying that It Came From The Desert is 
extraordinarily polished. The sections all interlock fluently, whilst 
the graphics, as ever, are excel-lent. All the townsfolk you come 
into contact with appear as large, animated stills, whilst the 
locations are authentically put together. The sound adds to this, 
with a suitably eerie tune for much of the time which changes as 
you visit other locations, for example to country rock at the bar 
and the radio station (KBUG), and hoe down violins at the various 
farmsteads dotted around the map. I could tell you about there 
being over twenty locations. and how large amounts of the game 
play randomly, but you've prob-ably got the picture by now — It 
Came From The Desert is Cinemaware's most complete game yet. 
All this and you get to see decent Americans terrorised too!.’ 


96% - CU Amiga-64 - Jan 1990 - Mike Pattenden 


‘Right from the very start, when the sampled speech describes the 
scene as the 'camera' pans across a twilight desert landscape, you 


= get the feeling you are in for a treat — and you are. It Came From 
_ The Desert Is arguably Cinemaware's most atmospheric and film- 


like piece to date. and aesthetically it does a brilliant Job of 


- capturing the tense feel of the classic 5O's B-movies. Perhaps what 
, keeps you most on the edge of the seat is the slow. eerie in-game 


theme that wouldn't stand out of place in a 'B' horror flick. 


There are also a couple of more lighthearted musical moments. 
such as the double-bass jazz piece played at the drive-in and the 
radio station's country-and-western repertoire. Graphically the 
atmosphere isn't so tense (although the ants can turn you white 
when they get up close), but everything is very stylish and '505', 
especially the elaborate and highly-detailed backdrops, and the 
animated cast of characters. 


Design-wise it's a little like Cinemaware's earlier Rocket Ranger 
In the sense that everything depends on time and how well you use 
it In your race against the over-advancing peril — but there the 
similarity ends. 


The first half is almost like a who-dunnit. as you pick up clues, 
weigh up the personalities of the people you meet, decide if their 
information is reliable and so on. But as the game progresses it 
becomes more of an action-based strategy affair: the ants get closer, 
which means you encounter them more often, the people start to 
panic (and their attitudes change accordingly) and in the final 
stages it becomes an all-out war-game. where your strategic skill, 
and shrewdness of troop deployment decides the fate of Lizard 
Breath. 


It Came From The Desert may not be Cinemaware's strongest game 
design (Rocket Ranger still holds that title — despite the fact that, 
with hindsight, we did underrate it), but it comes a very close 
second. and as an atmospheric movie-like experience. there's 
nothing to touch It.’ 

92% - The One - Issue 15 - Dec 1989 - Gary Whitta 


mo] ‘It Came From The Desert is a two-part game, and your initial task 
is to gather as much information and evidence on the new breed of 
Se giant ants to convince the blinkered mayor to warn the authorities 
and, more importantly. inform the nearby army base You begin your 
arduous task on a sunny July day. and are given an imposing time-limit 
"in the form of the approaching ants - in which to organise protection 


fy for the hapless townies. 


The second part of the game then Covers the ensuing battle between 


you and your motley band of policemen, the army and various villagers 
against the might of the enormous insects All of the action is depicted Not handling the rocks properly, can 
in the usual Cinemaware style of detailed graphics and film-like lead to your house catching fire.. 

soundtracks and the main task is split into several arcade-style 
sub-games which introduce you to the various inhabitants of the game 
and allow you to witness the true strength of the marauding insects.’ 


91% - Amiga Action - Issue 5 - Feb 1990 - Steve Merrett 
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‘Insects, eh? Where would the science fiction movies of the 50s be 
without them? I mean, The Incredible Shrinking Mon would've looked 
a bit of a shandy-drinker if he'd been fighting a rather large mouse. 


Anyway, It Came From The Desert, tells the story of Lizardbreath, a 
small American town which is suddenly invaded by giant ants. Eeek! Quickly in the game you will discover giant 
In the game you play a geologist, and your first task is to persuade ants, which you must try to shoot quickly by 


the Mayor that he's got a little insect problem, before leading the taking out their antennae. 
people of Lizardbreath into a final battle in the ants' nest. 


It Came from the Desert - several months late and just about squeezing 
onto an Amiga. Desert is yet another brilliantly drawn and conceived 
Cinemaware game, absolutely stuffed full of strategy, puzzles and 8&3 
numerous arcade sections to boot. The game is vast (which is why 
it's only available to those of us with one meg Amiga’s) and has hours 


of playability. In the early stages it seems like a fairly straightforward 


adventure and it appears to be mainly a case of being in the right 
place at the right time Your first task is, to find the objects needed The game has many mini games, such as 
to persuade the mayor of Lizardbreath to introduce a general alert. playing “chicken” with the local gang the 
But later in the game the arcade and strategy elements become more Hellcats. 


predominant. 


There are three major arcade elements: ant shooting, escaping from 
the view from above hospital and finally, a view from above battle 
against hordes of giant ants. You're armed with dynamite, hand 
grenades... you name it, you've got it. That's just the basics, ‘cos this 
game is huge! There's loads of places to visit, tons of people to chat 
to and a squillion other things to do. Considering the number of 


different elements in the game, it all hangs together very well and 
though it involves a fair amount of disk swapping, it's certainly worth Later you can take to the sky and try to 
the hassle. All the sections are really well programmed and great fun DDT some of those ants. 

to play, and the variety means that it's virtually impossible to get 
bored. 


Desert has a brilliant atmosphere and tons of effort has gone into 
making sure that everything is correct. It's * funny and spooky in turn 
and the music, (an excellent pastiche of the kind of soundtrack you 
find on all those old black and white movies), is perfect. Added to 
that are the in-game sound effects, which are the usual high quality 


samples. "--7N I played it with a hint sheet for about three hours and 
even then, I felt that I had only scratched the surface of the game 
and it will be quite a while before anyone actually saves Lizard Breath Eventually you can enter the giant 
from the rampaging ants. If your Amiga has the memory, then there ants nest to locate and destroy the 
can't be that many games around that are more worthy of 30 quid.’ Queen ant. 


91% - Zero - Issue 3 - Jan 1990 - Sean Kelly 
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‘I enjoyed Rocket Ranger a lot: there was lots to do with some 
excellent sub-games to liven things up. This has been repeated in 
It, but while it is certainly an even more impressive game to look 
at, I feel it's lost some of the ease of play and fun that made Rocket 
Ranger such an enjoyable game to play. The 'what-dunnit' aspect 
of It makes it a lot more thought provoking but it lacks instant 
accessibility as a result. Well, that's my personal moan about it 


anyway. 
The local gypsy, will help give This aside, it is a lavishly put-together package with quality 
warnings what is going on. throughout - the incredible start up sequence is testament to that. 


Sonic effects and tunes are of the usual excellent Cinema-ware 
standard; the samples are top quality and even the sub-games are 
great games in their own right. A lot of thought has obviously gone 
into the game structure and as such no two games follow the same 
path with random events cropping up frequently. You really do have 
to work to find the evidence, fight off the ants, AND convince the 
Lizard Breath citizens that the damn things exist! Great stuff 


although it’s not quite in the Rocket Ranger league.’ 
The game often switches to 

overhead when there is an army of 90% - Zzap! - Issue 58 - Feb 1990 - Robin Hogg 
ants to take out. 


‘The main shell of the game has two elements - your view of static 
locations, in which you can interact with a particular person shown 
to be present, via a highlighted response menu plus a scrolling map 
of the town. Moving the screen pointer to each location will give 
you its name, plus the amount of time it will take you to get there. 
Time is, in the present crisis, clearly of the essence and the game 


is played real-time, with a second of now time accounting for a 
minute in Lizard Breath. 

y so nt 
The local Sheriff refuses to believe The attendant arcade sequences are a mixed lot. The one-to-one 
anything is going on. ant fights (where you have to shoot off the giant antennae, 
incidentally) are simple, relevant and well implemented. The above 
view games where you are fighting the ants en-masse are fun and 
have a direct bearing on the outcome of the game. Whether the 
same can be said of the knife fight (some of the inhabitants are a 
trifle violent!) and the 'Chicken' driving game is more open to 
debate. 


However, fail in any of the games and you find yourself in hospital 
sentenced to any number of days on a diet of Jello. Attempted escape 


oe. (so as not to lose time) leads into a hilarious top-down game where 
Be too slow and the ant will come you try to evade the hapless nursing staff and make it to the main 
up close and attack. entrance! Piercing sampled screams of. -That's Him!' abound to 


make this game a comic extravaganza! 


Taken as a whole, ICFTD is probably the best yet from Cinemaware 
- with special merit going to an atmospheric soundtrack - and any 
who enjoyed previous efforts are certain to enjoy this one. But the 
fact that it's a 1 Meg only game and in many ways the gameplay 
itself, show that the company has probably reached the near limit 
of what can be achieved using its present design philosophy and 
technology. Never satisfied with second best, it'll be interesting to 
see which way they go next.’ 


The knife fight, is the weakest mini 895/1000 - ACE - Issue 28 - Jan 1990 - John Cook 
game, being not that fun to play. 


‘Appropriately, they've accurately recreated a movie and included all 
the sights, sounds and actions of a '50s & 60s monster epic. Gameplay 
is a refreshing mixture of styles: adventure as initial information is 
gathered about the ants, arcade as ants are destroyed, and strategy 
* as the National Guard are directed. Problems lie with the sometimes- 
repetitive nature of play. Until you know what you're doing, there's 
=| a lot of wandering around at the beginning of the game as you try 
to work out what exactly to do. This isn't helped by the characters 
you meet who often aren't where they should be. Being repeatedly 
confined to a hospital bed tries the patience (no pun intended), 
especially as escaping is so difficult. 


Happily, familiarisation with the game makes it a compelling 
challenge. The arcade sections ensuring that, however much you play 
it, it's never too easy to complete. Another great computer-movie from 
Cinemaware. It Came From The Desert will have you reaching for 
your insect repellent in no time at all.’ 


82% - Games Machine - Issue 27 - Feb 1990 - Warron Lapworth 


‘Interacting with characters involves selecting responses from a list 
when certain situations arise. for example: there's a knock on the 

door, which do you choose -shout 'Who's there?". Ignore it, open the 
door or leave by the back door? Which you choose affects the way 
the whole game goes from there. The arcade games include things 
like knife fights, flying an aeroplane and putting out fires, and though 
none of them are tough they add variety to the game. It's the outcome 
of these arcade games that determines whether you're injured and 
thus have to spend valuable time in hospital recuperating or get closer 
to your goal (time really is tight - a minute game time is roughly 
equal to a second of real time - so there's even a Gauntletish escape- 
from-hospital sub-game!) Will the grants destroy Lizard Breath? Well, 
you're in the director's chair. 


Every location is well drawn, and all the arcade games are well 
animated and excellent looking. The sound is also good, though the 
tunes do tend to get a little repetitive. It really is almost like being 
at the movies on a Saturday night. Winning the game is going to take 
a while, but once you have is doubtful, you'll play again. It's not a 
game that will keep you satisfied for months. 


This is the closest Cinemaware have come to producing their 
interactive movie. The whole feel and atmosphere of the subject 
material has been caught excellently and. unless you're playing with 
one drive, It moves along nicely. The arcade games are simple, but 
it's the adventuring side of things that really keeps you at it. Good 
stuff, but only if you've got the upgrades.’ 


80% - Amiga Format - Issue 7 - Feb 1990 - Andy Smith 


a ‘the stupid knife fight, are a blot on an otherwise excellent game that 
} whilst not as immediately appealing as Rocket Ranger, is still a great 
testimony to what can be achieved on the Amiga when it is put in the 
right programming hands.’ 


8/10 - AUI - Vol 4 No 1 - Jan 1990 - Andy Moss 


[Other Reviews: G: 95%, J: 94%, AMg: 90%, 
D: 9/10, JK: 87%, I: 5/5, AR: 18/20] 


Not handling the rocks properly, can 
lead to your house catching fire. 


An over-head map of the town of 
Lizard Breath lets you go from place 
to place. 


Dusty is your girlfriend and local 
gossip, who works at the local radio- 
station. 


Dr H. G. Wells, works in Platt 
Laboratories and will do the science 
investigations. 


The local newspaper, is trying to 
piece what all the strange 
happenings in town, is all about? 
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THE PLACES OF LIZARD BREATH 


Home - Where you begin your O’Riordans Pub - The local bar, where all Volcanic Cone - The place where the strange 
investigations. the people relax and unwind. rocks were found. 


Fortune Teller’s Place - May give you some Platt University Lab - A place to help study Police Station - They refuse to believe whats 
clues what’s going on. and how to tackle the ants. going on. 


1.7.9.0-0-1 


am 


JD’s Farm - The nearby farm is cagey to Beverly’s Drive-In - The Cinema is where Neptune Hall - A society cub house, full of 
strangers. the Hellcats gang are. silly hats and weirdos. 


mig 


teor : ¢ 9 7 rs 3 y 
n - Where you can get Ore Plant - The mines, sure to seem to have 


station, with the ever friendly Elmer. all the latest gossip. strange activity going on. 


Lizard Breath Star - The local Newspaper, Godfrey’s Hot Springs - The local builders. Main Street - The heart of the town Lizard 
are on the case, of all the strange happenings Breath. 


going on. 


iddddaadeda 


bebheke, 


Quarry - More strange happenings at the Hilbers Field - This small airport can give Hospital - The nurses almost make getting 
local quarry. you an aerial view of the town. mauled by a giant ant, worth it. 
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Ant Heads: It Came From The Desert Il [ptc][M | V ] 
£14.95 — MIRRORSOFT — CINEMAWARE — 1990 


— 1 PLAYER — 2 DISKS [DLC] (OCS | 1MB ) 


Set five years after the first game, this data disk 
continues the story in Lizard Breath, you play as 
Brick Nash an ex fighter pilot who, comes to 
investigate the town after a pleading call from his 
kid brother. 
original game, but this time the people of Lizard 


This is more of the same of the 


Breath themselves are becoming mutated ants. 
This makes the game far more creepy than the 
first and a worthy continuation to the first game. 
So if you enjoyed the first, then you will love this. 


a a BF ininsiic Cinemaware Anthology: 
1986-1991 collection for sale. 
This includes both the PC and Amiga versions in 


all its glory, along with 11 other great titles. 


https://store.steampowered.com/app/326590/ 
Cinemaware_ Anthology 19861991/ 


DAS DATUM: 1. JANUAR 1 

Seit fiinf Jahren hdrt man Geriichte, daB Riesenameisen mehrmals 
in den Bergen um LIZARD BREATH erblickt wurden, was == 
aber von den meisten Leute als “verspatete Hysterie" 
zurlickgewiesen wurde. Heutzutage sind die Bewohner des 
Ortes eher an den erheblichen Geldsummen interessiert, 

die durch das von der Regierung gestifteten nuklearen 
Testprogramm auf sie zukommen. Sogar die seltsamen 
Geschichten, die man (iber das Krankenhaus in Melville hért. 

sind in der pt sich an die “atomische” Zukunft 

nicht ernst genommen worden. All das hat sic! 

erst geandert, als Brick Nash einen mit Plutonium- 

Zindkapseln beladenen LKW Klaute und sich in Richtung 

des von Dr. Wells verlassenen Laboratoriums auf den 

Weg machte.. 

Beginnt der Alptraum schon wieder? 

Kann man ohne Gefahr auf die U-Boot-Suche in die Wiiste gehen? 
Und warum schauen manche Leute in der Stadt so komisch, wenn 
Zuckerstangen erwahnt werden? 
Die Antwort erhalten Sie in “ANTHEADS” 
IT CAME FROM THE DESERT |! 
IT CAME FROM THE DESERT WIRD 
BENOTIGT, UM"ANTHEADS” ZU SPIELEN 


MP1X - ANT G1 


Vertrieb in Europa (auBer Frankreich) nur durch Mirrorsoft Ltd. 
Irwin House, 118 Southwark Street, London SE1 OSW. Telefon 
(0044) 1 928 1454. 


‘Lizard Breath is pretty much unchanged from the first game. There's 
familiar faces — Ice, Biff and Dusty, although Dr Wells has been 
dead for five years and, unfortunately, it looked like he was the 


only one who could help Buck prove that atomic testing is bad news 
for Lizard Breath. Meanwhile, the ants have been busy. A new nest. 
a new queen and a secret egg store. Worst of all they've learnt a 
new trick and are getting some of Lizard Breath's seedier characters 
to do their dirty work for them and to make sure nobody enters the 


pest control business. 


I found Ant Heads rather weird at first In It Came From The Desert 
everybody knew you and was willing to help, but now you play a 
complete stranger whose only real interest is himself: The new plot 
leaves you almost completely without a clue as what to do next and 
is far more complex than its predecessor. Most of the sound effects 
and graphics are the same as those in It Came. A few game play 
options and a greater depth to the conversations make a welcome 
improvement. as does the seedier, sleazy nature of Brick Nash. A 
brilliant follow-up which excels in graphics. sound, and in its 
intricate plotting. If you own a copy of It Came From the Desert I 
heartily recommend purchasing this follow-up. One of the best 
sequels to date’ 

95% - CU Amiga - May 1990 - Marie Patterson 
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6 St ee ‘To be honest, Antheads doesn't radically change It Came From 
Ne The Desert. What you get is the next episode in the story - - 
Es effectively the same game built around a new mystery, with new 


bend 

ze. ES puzzles to solve and the odd gameplay tweak. But this no bad thing, 

es a = as it's precisely what Desert needed -- there's no need to change 

fe b, | the core of the gameplay drastically, as it works brilliantly already. 
em MN = With a new story-line, it effectively is a new game, as everything 


has to be solved from scratch - you can't take anything for granted, 
no matter how well versed you may be with the original. The 
brainwashing of the townsfolk adds an extra dimension to the 
proceedings, and with only 10 days to destroy the second queen 
(as opposed to 15) you have to work fast. And don't forget of course 
that you need the original It Came From The Desert to run 
Antheads’ 


91% - The One - Issue 21 - June 1990 - Gary Whitta 


‘Antheads is in fact a better game than the original in my view, if 


only for the scary ant transformation sequence, and not just for — 
Simulstor goes ¢D',_ lig “the original I hing it’ j buy th 
toe fans of the original game. If anything it's an incentive to buy the 


Sansiea It Came From The 
nen “cee Original, just to play this version as well.” rf Desert [V] 
902/1000 - ACE - Issue 33 - June 1990 - Phil South An unreleased action 


game version of the 


® GENESIS 


game is also available, 
‘IMb Amiga's only! You will need It Came From the Desert although its not very 
(reviewed TGMO27) to run Antheads data disk! Five years have 
' past, the hero is different but the mission remains basically the 


FORD RALLY SIMULATOR same: stop the ants. But an added problem is that some of the 


ety a se te pr 


Za ee inhabitants of Lizard's Breath have been turned into ant people. If 
=< ve you liked the original, you'll love this cos its more of the same.’ 
irs z Sa eal TT 


87% - The Games Machine - Issue 31 - June 1990 - Mark Caswell 


[Other Reviews: G: 92%, J: 92%, PP: 73%, 
AA: 72%, D: 7/10] 


It Came From The Desert [V] 


£39.95 — NEC - CINEMAWARE — 1992 
— 1 PLAYER — 1 CD - TurboGrafx CD 


In 1992, NEC published 
Cinemaware’s final game before 
they went bankrupt. This takes 
the general story of Ant Heads, 
but makes a live action video 
version. It’s worth a play for the 
cheesy charm of the acting, but 
you can tell they were working to 
a shoe-string budget. 


It’s a shame as a live action FMV 
version of the game, would be 
awesome. 


SEM Mien Sie den Mull sin ond finden ste den lelesur Mit riammenwertern batt man sich den reind vom ing 


' PESRELERALS : , 
Fun a G S 


™” 
| a PPE EE EE EEK 
83501 Sit SIGN YON DEN LASETOTULKE! 


nicht tausonen 


Passan sié aul, dass finan der saverstar’ unler Wasser nicht ausoen| 


66222 TRASH 


€ee60600666666000. ceeeeseeent 


“A= e eee en * 


#49 : Flood 


£24.99 - ELECTRONIC ARTS - BULLFROG - 1990 
You play Quiffy who is basically a sewer Womble, and you are a poor 
slug like creature, under attack by the evil Vorgs, who are attacking 
Quiffy’s homeland. 


To make matters worse, they are also flooding the area as they do it. 
So our plucky hero must quickly get all the rubbish strewn around to 
activate the teleporter and to make it the next level. But this isn’t easy, 
as these Vorgs are tough little gits and the water is rising fast. Thankfully 
to aid our gelatinous gastropod, strewn around the levels, is an 
assortment of weaponry at Quiffy’s disposal. From grenade bombs, to 
flame throwers, there is a whole arsenal of weaponry to take them all 
out. There is even space hoppers and other useful gizmos to help make 
your way through the level. 


Being quite a departure from Bullfrog’s usual games, this is puzzle 
platformer, where you can cling to any surface (even upside down) to 
make your way through the 42 levels. Undeniably Quiffy is a lovable 
little scamp (if slimy slugs are your thing -Ed), and although the levels 
do get quite similar, the game has some fun and clever platform puzzles 
for you to chew your way through. 


Sean Cooper who was lead designer and programmer of this game was 
only 19 when he made this, and it was an impressive beginning to his 
career at Bullfrog and some of his games he went on to do. 


Overall, whilst this is not for everyone, its is an interesting platformer, 
mixing in Rainbow Islands and puzzle platform collecting, that is 
definitely worth a try. DRISK 


SCORES @SG97—TRASH 49 LIVES .66 


j 
- 


Quiffy is essentially a sewer Womble, who must collect 
the trash, as the water levels slowly rise. 
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WHAT WE THINK? 


DRISKY SAYS: 


Whilst compiling our Top 50, it was apparent that there were certain 
games each of us was insanely passionate about. For Kingy, it was this 
game Flood, and he got extremely huffy when it didn’t make our original 
list. So after much negotiations and gnashing of teeth, (How do you 
think Drisky had It came from the Desert making the list -Ed) Flood 
made it into our top 50. 


Whilst I don’t personally like this game that much, I can’t deny, that 
Flood has a lot of cool ideas, mixing in Rainbow Islands with some 
clever puzzles. So if you are after an interesting platformer, that seldom 
gets talked about these days, then Flood is definitely worthy of your 
time. 


Barnes, Sean, 
Glenn Corpes, 
P 
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WHAT THEY THOUGHT 


‘An excellent platform 


‘The programmers at Bullfrog are never ones to disappoint. but 
this release is quite a departure from their former hits Populous 


game that shows how 
flexible Bullfrog are.' 


- Amiga Action 


and Dragon's Breath. Flood might be a much more straightforward 
game than these two, but its no less challenging or playable. In 
fact I'd go as far as saying its the most enjoyable game I've played 
this month! Its apparent cuteness hides a truly vicious game. with 


thunderous explosions going off all around, vast tongues of flame 
vaporising the Vongs, and even the sounds of distant laser fire in 
the background. The sampled sounds. like the clangs of bouncing 
grenades and the tick of time bombs contribute a lot to the game's 


appeal and its sense of humour. 


Just when you're getting cocky with your flame thrower, you can 
press the fire button only to be greeted by a clucking sound as 
Quiffy draws out a completely innocuous rubber chicken! There are 
also some spectacular traps, such as the vast number of nuclear 
missiles which launch from a side wall if you inadvertently collect 


a certain icon! This game is loaded with surprises. packed with 


The title screen is such a great action and lagered up with laffs. If you're not a complete bum-bag 
picture, with Quiffy quite a you'll go out and buy it, pronto.’ 
lovable little slug-like sewer 


creature. 95% - C+VG - Issue 105 - Aug 1990 - Paul Glancey 


‘Flood is a superior platform game that should provide hours of 
fun and frustration. It's awash with bright ideas.’ 


89% - CU Amiga - July 1990 - Dan Slingsby 


Our slimy hero, can cling to any 
surface. 


‘Bullfrog's obviously learned from its mistakes with its first arcade 
release, Fusion — this time the boys have come up with an arcade 
game that's almost overloaded with compulsive action. 


The first thing that grabs you is the playability. The idea is so 
simple, you can learn all of the ins and outs without even looking 
at the instructions. And while it has the distinctive look and feel of 


the old platform classics, it's original enough to avoid being directly 
derivative of anything in particular. There's plenty of innovation 


on offer in the form of the rising water, the way in which Quiffy 


Poor ole Quiffy cries out Ouch! If ‘sticks’ to the scenery, and the novel puzzle element — some of the 
he he get hit by the enemies or levels are so deviously designed that it can be hard enough finding 
flames. the trash in the first place! 


Simon Hunter's splendid sprites provide a comical touch (although 
they aren't as well animated as they are drawn) and sound, for 
once, really does add an extra dimension to the proceedings. The 
atmospheric effects and jingles are some of most appropriate sounds 
ever heard. But at the end of the day it's the playability that 
impresses most, and with 42 levels to conquer, there's enough here 
to keep even the most toughened platform addict stuck to his screen 


for quite some time.’ 


Some of the enemies, such as 88% - The One - Issue 22 - July 1990 - Gary Whitta 
teddy bears, with chomping mouths 

in their bellies, are straight of 

fevered nightmares. 


‘Producing such an irreverent and jovial game as Flood is quite a 
brave venture for Bullfrog, but in all fairness they have managed 
to produce a playable and good-looking game. Even with its 
annoying little quirks, there are few straightforward platform games 
that can manage to keep leap-and-collect fans playing for as long 
as Flood will keep them captivated. The cute sprites and jolly sound 
are well up to the standard we'd expect from Bullfrog, but it's 
doubtful whether the game will have a similar effect on the market 
to that of Populous. Nevertheless, Flood is one of the best games 
of its type - it's just that the genre is in some danger of wearing a 
little thin these days.’ 
- Amiga Format - Issue 14 - Sept 1990 - Maff Evans 


‘Unlike many adventure games, Flood is not slow or frustrating. 
There is a lot to learn, but the rate of discovery is pretty quick. 
Skills are developed rapidly, and good timing becomes much more 
critical than fast reflexes. (That was another thing that Rachel liked 
about Flood). It's an intense race for survival, but heaps of fun. 
Let's face it. It's addictive! It took all my self-control to just stay 
away long enough to finish this review. Don't buy it, if you've got 
better things to do than be entertained for hours and hours and 


hours.’ 
o - ACAR - Vol 7 No 10 - Oct 1990 - Andrew Baartz 


‘This is great! The graphics are a little disappointing with black 
backgrounds and little variety in the platforms and enemies, but all 
the sprites are imaginative and very well drawn. The weapons are 
superb, with excellent explosions and some great samples --- 


especially the rattle of a bouncing grenade. But its the game-play 


that matters, which is surprisingly varied. On some levels all you 
need is a quick trigger finger, other times it's brain-ache time as 
you puzzle over which switches to press and in what order. 


I especially liked the levels where you had to use droplets to raise 
the water level, the tense deep diving and walking along the laser 


beams. My only real complaint is the price. While there's plenty of 


well designed gameplay here, there are only 42 levels and about a 
dozen enemy creatures. Still, any game that gives you a gun bigger 
than yourself, throwing a flame longer than a screen is well worth 


considering!’ 
- Zzap! - Issue 65 - Sept 1990 - Scorelord 


‘This is the last sort of game I expected Bullfrog to produce after 
Populous. That's not to say that Flood is bad -quite the opposite, 
in fact. Each level Is cunningly designed, and inhabited by all 
manner of deadly creatures, making Quiffy's litter collecting far 


from easy. The graphics are superb, with nice bright explosions 


and cute but deadly nasties, and the sound is suitably wet. An 
excellent platform game that shows how flexible Bullfrog are.’ 
- Amiga Action - Issue 11 - Aug 1990 - Steve Kennedy 


‘Flood is an enjoyable game which just lacks that little extra 
something to make it a resounding success. It is reasonably 
compulsive. and the password system helps that just one more go 
effect. The sound is good. with excellent intro music and some 


hate — splendid spot effects like realistic gulping sounds and splishing of 
& «) water. But then the producers of this game have set themselves a 
s AS difficult task if they want to better the excellent Populous.’ 
d } 


- Amiga Computing - Vol 3 No 10 - Oct 1990 - Sandra Vogel 
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The graphics are very dark in 
style and design for a typical 
platformer. Still they are 
charming in their own way. 


The flamethrower is a particularly 
destructive weapon you can wield. 
TRASH 16 
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Quiffy has a variety of gizmos he 
can use such a balloons to make 
his way to higher platforms. 


The Space Hopper is useful to 
bounce your way into action. 
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Finding all the rubbish to 
progress to the next level to can 
get quite tricky. 
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The game is massive, with 42 levels 
for you to conquer, the levels does 
get quite similar though. 
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Quiffy puts on his snorkel mask, 
and prepares to take on the 
dastardly Vogal’s. 


WHO MADE IT 


CHEAT 


Sean Cooper - Designer and Programmer. 
Starting work at Bullfrog on the graphic 


; ports of Populous. Sean went on to program 


such titles as PowerMonger, Syndicate, 
Populous 2, Hi-Octane, Magic Carpet and 
Dungeon Keeper 2. More recently he has 
worked on Battlefield 2 and the indie game 
Boxhead. 


, Simon Hunter - Designer and Graphics. 


He did the art of PowerMonger, Dragon 


' Lord and worked on Scooby Doo Mystery 
/ on the SNES. He also did some of the 


concept art of the fab PS2 game War of the 
Monsters. 


‘The silly title tune complements this strange — not in concept, in 
design — game. Although the main characters of Flood are distinct 
and colourful, it's a great disappointment that a more realistic water 
effect couldn't have been implemented (as promised). However, the 


—4 jingles and quirks in the game make it quite an attractive package 
for platform players.’ 


76% - The Game Machine - Issue 33 - Aug 1990 - Mark Caswell 


‘Quiffy has a unique method of moving. Unlike the hundreds of 


ADVANCED COMPUTER ENTERTAIMEN = Jatform heroes that went before him he is not restricted to simply 


hy 


leaping from ledge to ledge. He can also walk up them vertically 
or beneath them, or even right along the roofs of the screens. 
Another nice touch are the teleport’s. The screen lights up with an 
explosion of colour as Quiffy is transported from one part of the 
cavern to another. As enjoyable as Flood is, it lacks depth. It would 
have benefited from more puzzles requiring several actions to be 
successful. Good, clean arcade, fun but not really challenging 


enough for the average ACE reader.’ 
715/1000 - ACE - Issue 36 - Sept 1990 


[Other Reviews: G: 95%, Z: 90%, JK: 87%, 
J: 82%, JK: 87%, D: 8/10, AP: 3/5] 


Kevin Donkin - Designer and Technical 
Programmer. 

First working on Enlightenment: Druid 2, 
Fusion, then working on such classics as 
Populous and PowerMonger. 


Charles Callet - Music & Sound 

A prestigious French game musician, he has 
worked on such titles as North & South, 
Gobliiins, Captain Blood, PowerMonger 
and Populous 2. 


On the high-score enter GIVEMECHEAT and then in game press the following: 


T - For a short time of invincibility. 


M - To skip to next level. 


A - Hold key down and shoot for rapid fire. 
L - To add lives. 
Pressing other keys may do other things. 
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Instructions in English. 

A ji Notice en Frangais 

a Anleitung auf deutsch. 
oe. Instrucciones en Castellano. 


BB Gioco in Italiano. 


Chaaarrge!!! Strategy and skill 


are required for this unique game, weweeeaseeee sevens? 

) is numerous options will allow you to live 

the Civil War again. In the world of the comic 

book “Les Tuniques Bleues”, you become a 

) Yankee or Confederate, Encircle your enemy 

and launch surprise attacks, Selecting ane or 

two players, move your troops, stop trains, 

take forts by assault and in the final part, lead 

} a genuine little army on the field. To your 
sabres |i! 


a Wy Chargez |! Stragegie et adresse 
sont au programme de ce jeu 
unique, aux nombreuses options, qui vous 
fera revivre la guerre de Sacassion. Dans le 
monde de Is B.D. “Les Tuniques Bleues”, 
| devenez Yankee ou Confédéré, encerclez 
ennemi ou lancez des raids solitaires 
Budacieux, A l ou 2 joueurs, déplacez vos 
troupes, arrétez des trains, prenez d’assaut 
| des forts et en final, dirigez sur le terrain une 
varitable patite armée. A vos sabres!!! 


Aongritt! Strategie und Geschick 
lichkeit stehen am Programm dicses 
emzigartiigen Sp 


Ss mit setren viellakigan 
Optionen, das Sie in den Sezessionskrieg 
turiickversetzt. In der Welt des Comics “Les 
Tuntques Bloves” (“Die Slaven Boys") werden 
Sie Yankee oder Sudataatler. Umzingeln Sie den 
Feind, uberraschen Sie durch moisterhche | 
Handatreiche! Allew oder zu 2weit, befehligen 
Sie Thre Truppen. stoppen Sic Zage, iberfalien 
Sie Forts und im Finale fuhren Sie auf dem Feld 
oln echte kleine Armee an. An die Sibel 


1989 CAUVIN.LAMBIL/DUPUIS, 
Belgium. 
INFOGRAMES 1989 


CREDITS : P. AGRIPNIDIS, S. BAUDET, 
V. BELLIARD, C CALLET, 0. CHANFRAY, 
L. CHARBONNIER, A. NAKACHE. 
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#48 : North & South _.. 


£24.99 - INFOGRAMES - IN-HOUSE - 1989 - 2 PLAYER (S) - 1 DISK [ M | V ] 


Designed and published by French juggernauts Infogrames, North & South is 
a special blend of tabletop war games, real-time strategy and platforming 
elements, based on the Belgian comic series ‘Les Tuniques Bleues’ which in 
turn is based on the American civil war. 


What makes North & South such a gem is its great humour, mockingly rolled 


juluial 


out in the form of parodying national anthems and other funny music, great 
cartoon animations and little touches like tickling the photographer's bum on 


the options screen with the mouse pointer. The options available to the player 
are immense too. The whole game can be played by 2 players on opposing The game includes platform sections, breaking 
forces and can even be played like a board game, turning off the real-time into the forts. These sections are pretty 
strategy and platforming sections. playable, doing a far better job in these action 
sections, than games like Defender of the Crown. 
The main screen of the game comprises a map of the USA divided into states 
and territories. The players manoeuvre their armies aiming to capture forts 
located within states with railway stations. Capturing a fort gives the player 
control of the entire state, whilst normal states can be captured by simply 
occupying them; unless of course there is an enemy army occupying. The 
meeting of two opposing armies will trigger a battle which typically plays out 
in real-time action. Where each player controls Infantry, Cavalry and Artillery 
units, and attempts to wipe out the opponents units. In tabletop mode these 
battles are resolved by chance and favour the larger of the two armies. When 
attacking a fort or attempting to rob a train, the player does this through a side- 


scrolling platform section where a single soldier has to run the gauntlet of 
armies and obstacles in an attempt to reach the goal or lives/time runs out. Much of the game is conducted in a Risk style 
Other items in-play on the map screen come in the form of a cloud which moves map of America. Here you can move your 
around a different state on each turn. If a players army is caught by the cloud, armies and restock your funds. 


this army will not be able to move on that turn. Also you have a Mexican near 
Texas which will randomly attack any army positioned there, resulting in that 
army being destroyed. Likewise near Kansas or Nebraska to the west, an Indian 
will randomly attack and destroy any army stationed there. RETRORIC 


&) WHAT WE THINK? 


RETRORIC 

One of the first Amiga games I ever played and definitely the first real- 
time strategy game I played. Also, It has such a wonderful sense of 
humour, the music, the characters and the animation all collude to make 


me chuckle even to this day. I loved all the options that you could 
customise the game with. Even choosing your difficulty level by cycling 
the army portraits and their music brings a smile to my face. 


I do have to admit though that whilst the map and RTS elements are still 

fun, although a bit cumbersome. The side-scrolling sections are very 

outdated and leave a lot to be desired. It's such a shame Infogrames put 

so much work into every aspect of this game and got so much right, yet 
| 02 failed to deliver when they really needed to. 


There's just not enough here to play the game in tabletop mode so when 
you play the full arcade experience the scrolling sections just end up 
being frustrating and boring. Great memories of this one but it doesn't 
quite hold up today. I'm quite sad about that. 
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WHAT THEY THOUGHT 


‘This really is a gem of the game. The sheer variety of gameplay, 
the many excellent details, like the photographer taking a picture 
when all the options have been set: it all adds up to an utterly 
irresistible package. The basic mix of strategy and arcade action 
is excellent, and to add spice you can turn on options for Virginia 
Port and Indian attacks. In truth the strategy may not be that 
complex, but the great arcade sections and wealth of options should 
make this a prized part of your software collection. ’ 


90% - Zzap! - Issue 56 - Dec 1989 - Robin Hogg 


‘North & South is unlike any war-game or simulation that you have 
ever played. The graphics are cartoons and there are numerous 
engaging touches that add flavour. Best of all, the sound effects 
and music are fabulous — demented bugling, explosions, horses 
neighbouring, and charges, victory and catastrophe are all perfectly 
accompanied.’ 

90% - Amiga Computing - Vol 2 No 9 - Feb 1990 - Duncan Evans 


‘Infogrames have come up with another winner here. North & South 
ts) is a really well presented game, which features their usual high 
standard of graphics and sound - but maybe not all the gameplay 
I would have wished for. The game is definitely a souped-up 
Defender of the Crown clone, and although the game is just as easy 
to beat, its a really good laugh and, don't worry unlike Defender 


you will be playing it for ages. recommend North & South as a 
definite buy.’ 


84% - Amiga Action - Issue 3 - Dec 1989 - Doug Johns 


‘The battles are brilliant. You are shown a distant view of the battle 
and from this view you can control foot-soldiers, mounted horsemen, 
nset wl and artillery. Both the fortress raid and the train robbery are played 
P) in the same way. Race at incredibly high speed along a scrolling 
play area leaping boxes and other obstacles, and punching, kicking 


or knifing any guards away. 


All of these, including the battle, are done with the same degree of 
humour that really makes the game. The graphics are of a very high 
standard, as is the soundtrack, and that's what makes the game an 
instant hit. 


However, I'm sorry to say that the fun is a little short-lived. For 
some reason, the computer is very, very easy to beat. Rather than 
having any artificial intelligence it seems to follow the same pattern 
of moves every game, Aren't strategy games the ones that are 
supposed to keep you doing for years.’ 


79% - CU Amiga-64 - Nov 1989 - Tony Dillon 


‘The game is definitely a 
souped-up Defender of the 
Crown clone, and although 
the game is just as easy to 
beat, its a really good laugh 
and, don't worry unlike 
Defender you will be playing 
it for ages. recommend North 
& South as a definite buy.’ 


- Amiga Action 


| NORTH & SOUTH 
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Based on the Belgium comic Les 
Tuniques Bleues, the game perfectly 
captures the original artwork. 


Part of the game feels a bit like 
Risk, moving your armies across 


oti 


Battles are basic and accessible, all 


being in real-time. They are 
definitely the game’s highlight. 
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‘North And Sound is rich in visual and aural quality A comic-book 


feel is prevalent through out, with select scenes appearing in panels. 


| But there's lust not enough flexibility for game-play - playing area 


2 | 
| limited’ 


ke 
cores oe See) 721/1000 - ACE - Issue 27 - Dec 1989 - Brian Nesbitt 


[Other Reviews: J: 83%, D: 8/10, I: 4.5/5, AAP: 3/5] 


At least the terrain changes to mix 
up the battles, even if it doesn’t WHO MADE IT 


affect the gameplay in any way. 


Starting work on the Amiga game Drakken, he has gone to do such 
games as Asterix (NES), The Smurfs (SNES), V-Rally series and 
Assassin Creed: Brotherhood. He also co-founded Eden Games 
behind Test Drive Unlimited and Gear.Club games. 


He left the gaming industry after making the game. 


The simple map and small cut 
scenes perfectly capture whats 
happening, without being too 
obtrusive. 


He has done such games as Bobo: Stir Crazy (Amiga), Mickey 
Mouse Fantasia (Mega Drive),Little Big Adventure: Twinsen's 
Odyssey, Toy Commander (Dreamcast) and most recently the indie 
game 2 Dark. 


A prestigious French game musician, he has worked on such titles as 
Flood, Gobliiins, Captain Blood, PowerMonger and Populous 2. 


Another mini game is hijacking the 
train to earn much needed money. 
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Finishing the game, you are rewarded 


with congratulations message. But 

there is plenty more different years to 
choose from, and whether you are the 
fighting for the North or South army. 


The game is based on the popular Belgium comic Les Tuniques Blues, 
set in the American Civil War. 
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£25.99 - STORM - RANDOM ACCESS - 1991 
Based on the little known 1990 Jaleco arcade game. This cute ‘em up 
Bubble Bobble style platformer is a joy to play. So it was awesome 
when Storm publishers brought across an almost arcade perfect version 


of the game to the Amiga in 1991, it was exciting to say the least. 


The graphics and music are incredibly twee, colourful and cute, in fact 
so much so in the UK the ads actually ran with the fantastic and 
memorable tag line “So Cute It’1] Make You Puke” and you know, they 
were right, with this being almost arcade perfect (although missing the 
hidden Pyramid second game of the arcade parent). But outside that 


it’s pretty darn perfect. 


In the game has you play two fairies Tam & Rit, who must rescue their 
Mom from the tower of the evil sorcerer Maboot. So the fairies must 
capture the evil (but incredibly cute looking critters) in the traction of 
their wands and then bash the fluffy-wuffy little blighters brains out, 
on the stone floor to get a power-up and some points. (Have you been 


taking your pills? - Ed). 


In addition to all this you have a magic ladder, which you can conjure 
up to help you reach other platforms or escape from the other creatures. 
Another part of the game are the flowers, pick up all the flowers on a 
level, and then it will switch to a bonus mode, where all the enemies 
turn into walking plants which if attacked give you a letter to help spell 
out the word EXTRA for an extra life. 
perfection and a perfect game to play with the kiddies as a two player. 


That's it, simple, fun arcade 
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From the title screen, with a faithful recreation 
of the arcade Rod-Land theme tune by Tsukasa 
Tawada (he also did EDF and Plus Alpha arcade 
music) plays, you know you are in for a treat. 


You need to rescue 
your Mum. 
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&) WHAT WE THINK? 


DRISKY SAYS: 


I have such fond memories of this game, with it truly knocking my socks 
off a kid, in having an essentially arcade perfect port in the home. Of 
course it was an arcade game no-one had heard of, but when the game 
was this good who cared. Essentially an update to the Bubble Bobble 
style of play, this is a favourite two-player game I always put on. Of 
course today, either through MAME or bought via Arcade Archives, you 
can own the original arcade game (which has the hidden second Pyramid 
game, when you complete the game that this Amiga port doesn’t have). 
But outside that this port has it all and so it will always be this version 
as a kid, playing through with a mate, and both arguing who was going 
to have to be Tam the girl fairy. 


RETRORIC 


I remember seeing this in the magazines back in the day and even had 
this on the c64. I always thought it was related to Rainbow Islands as 
a kid. I wasn't all wrong as this is Jaleco's answer to Bubble Bobble's 
two player arcade platformer experience, and what a great little game 
it is. 


i 08 This is one of the best arcade conversions on the Amiga. OK it's missing 
the 2nd chapter but it does have extra options not available in any other 
port. The graphics and sound have a real arcade quality to them and you 
would probably easily mistaken this version for the arcade original if 
it was housed in an arcade cabinet. 


KINGY SAYS: 


This title brought the delights of the single-screen arcade game into 
our bedrooms. This was so good that you didn't feel the need to play 
the arcade original ever again. Being a fan of games like Bubble 
Bobble, Bomb Jack and Snow Bros, of course this game was going to 
appeal to me. Sadly, there was no second act ported across in the Amiga 
version. Apparently (on reading this in an interview), Ronald Pieket- 
Weeserik was oblivious to the fact there was a second part to the game. 
Nevertheless, it's still a brilliant version and cheers me up to this day. 
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‘The presentation on this game is excellent, the cute and colourful 
graphics making d a real joy to look at It's even mote fun to play. 
with well-designed levels requiring quick reactions and good tactics 
to succeed. Although you only have a mere three lives, the game 
has enough lastability to keep you corning back for more especially 


in the fun two- player mode.’ 
90% - Amiga Force - Issue 9 - Sept 1991 - Rob Millichamp 


‘An average copy, gameplay wise of Bubble Bobble. But this version 
adds to the gameplay and introduces some nice graphic touches These 
appear when time Is beginning to run out on the level, just before 
where the creatures turn into blue meanies and chase around madly. 
they find a piece of food and eat . It is this that turns them into the 
aforementioned Lennon,McCartney creations For example, the rabbit 


will find a carrot, the monkey a banana and so on It all adds to the 
fun and the rest of graphics match the colourful, though admittedly 
simple, screens from the coin-op. 


Sound is unashamedly stereo-phonic. collapse on one We of the screen 
and the sound will come from the corresponding speaker The 
playability is pretty good too Its not too easy to begin with but the 
40 odd levels should ensure that you get your moneys worth especially 
d you get the chance to play it with a friend. The only down point is 
that the gameplay might be considered by some to be a tiny weeny 


bit repetitive. but with the humour the speed and the mixture of 


different creatures you soon forget that all you are really doing is 
building ladders.’ 


‘Rod-Land is pure arcade 
action through and through, 
from the silly plot right down 
to the cute graphics. The 
beauty is that it's simple 
enough to appeal to everyone, 
from arcade beginners to 


people who live in them.’ 


- Amiga Computing 
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89% - Amiga Computing - Issue 41 - Oct 1991 - Jonathan Maddock The shark enemies spit at you. 


‘SURPRISINGLY ENOUGH, Storm has lived up to the claim that its 
version of Rod-Land is better than the arcade machine. The sprites 
certainly seem to move a lot faster and most of the annoying or 
unrealistic elements of the coin-op have been rectified, while the 
additions have improved things no end. 'Wopping' a monster over a 
gap will cause him to fall out of your grasp, leave him too long and 


he turns into a mean blue cloud that moves at at twice the speed. 


As you'd expect, the cute factor goes off the top of the scale. Even 
the most fearsome of bad guys is made to look soppy - the sharks are 
very reminiscent of Viz's Pathetic Sharks and even start crying when 
you hit them, while the end of level guardians get funnier and funnier 
as you hit them. 


All of the playability from the arcade machine has been retained 
(bettered even) and the graphics lose very little. The biggest shock 
is that the music and sound effects are significantly better than their 
arcade counterparts and really add the icing to the cake. 


One downer is that 40 levels aren't really enough. Although tough at 
first, I can see experienced arcadesters finishing things pretty quickly. 
Rod-Land is pure arcade action through and through, from the silly 
plot right down to the cute graphics. The beauty is that it's simple 
enough to appeal to everyone, from arcade beginners to people who 
live in them.’ 


89% - The One Amiga - Issue 36 - Sept 1991 - Paul Presley 
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Collect all the flowers on a level 
and the enemies turn in to bonus 
letter giving plant creatures. 


Ms Lsee eneray 
SeepoD cucK. 


Make the word EXTRA and you 
are given an extra life by a very 
sexy fairy. (Crumbs if this is what 
the tooth fairy looks like, I’ll never 
brush my teeth again - Ed) 
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The magic wand you wield, allows 
you to capture the creatures and 
then smash their brains out on the 
stone floor. 


Using the bomb pickup, has a 
great cartoon visual of the 
explosion. 
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The first boss, has you tackle some 
crocodiles, who are firing cute baby 
crocs at you out of their mouth. 


Awww unicorn fuzzy bunny-wunnys... 
Can I have one? 


‘Rod-Land delivers. Full colour cuteness in overdose. great game 
design and a real sense of fun! With the two fairies working to clear 
a level, but competing for the extra bonuses it's a hectic brand of 
chaos that pays dividends. The 44 levels do prove to he a little 
short. but it you're after crispy cutesy coin-op entertainment. then 
look no further.’ 


88% - Amiga Format - Issue 27 - Oct 1991 - Trenton Webb 


‘Rod-Land, as you may have already guessed. is a game of revenge. 
It has suddenly become your responsibility to rescue the fairies’ 
beautiful mother. Obviously, this is no easy task as an abundance 
of the most pathetic and sickly bunch of characters you've ever seen 
are desperate to sink their teeth into the two cutesy heroes. Using 
only your boots and rod you must battle your way through 40 rooms 
of mayhem and 18 different enemy types. 


If you can manage to collect a bunch of flowers before you destroy 
the nasties you'll immediately enter the bonus extra game in an 
attempt to gain an extra life. Also there are four boss type enemies 
guarding various parts of the tower (at the end of each level). Dont 
say you weren't warned - rescuing mummy from the demon was 
never going to be easy!’ 


88% - Amiga Action - Issue 26 - Nov 1991 


‘T really do find Rod-Land hard fault, both as a conversion and as 
a stand-alone game. Not only does it ape the coin-op perfectly - 
even down to the introductory and mid-game scenes, cutesy sound 
effects, and the addictive playability - but it also adds to it as well. 


The later stages sport balloons which can be used to access the 
higher levels and extra weaponry, and these add a little extra zest 
to an already superb game. In addition, Ronald has actually looked 
at the coin-op's faults and improved on them, creating a rounded, 
and playable conversion. It's almost two games in one. and you 
can't fault that value for money. If there's any justice this should 
fly up the software charts.’ 


87% - CU Amiga - Sept 1991 


‘There's more levels than the coin-op, with forty screens to go 
through, each with a colourful backdrop and ever more cuddly but 
potentially deadly creatures out to get you. And Every so often you 
will come across a huge beastie - the enormous elephant that swings 
on a trapeze while spitting smaller elephants at you springs to mind 
which tends to slow your progress a bit, but with that magic 'Rod 
of Sheesanomo' in your greasy palms you can make short work of 
most things that come your way. 


With the help of 'a chum', you can gang up on the nasties when 
playing in simultaneous two player mode, to dispatch them even 
more rapidly! While Rod-Land is just another platform game’, its 
not a bad one - especially when played in two player mode. It's 
rather fun to play and yes... it's super-cutesy-wootsy!’ 


87% - Zero - Issue 24 - Oct 1991 - Ben Caudell 


How gout 'There aren't any free Tam & Rit .11 ..., plastic toys in 
the box'? Best gm el I can do, I'm afraid. This Is .* in brilliant_ 
Buy it. — ’ 


86% - Amiga Power - Issue 6 - Oct 1991 - Stuart Campbell 


COMMODORE ‘The fact is, Rod-Land is a darn good game. Graphics are delightful, 
and AMIGA REVIEW 


| with a nice variety of backgrounds, and plenty of awkward platform =. 2 ES 


patterns. The princess and the nasties are nicely drawn, and 
| everything works together well. Just make sure you keep a barf-bag The trick of the game is to run 


| handy. though - puking on the keyboard is not recommended.’ around the level collecting the 
J flowers, and so get extra lives in 
== 86% - ACAR - Vol 8 No 12 - Dec 1991 the bonus section. 


‘Tf you're like me and think that many of today's computer games 
are getting too complicated for their own good, you will love this. 
The rules are simple, you just kill off the bad guys and try to pick 
# up the goodies that are scattered around to help you move to the 
y next level. There is no complex plot and nothing intricate It's great! 
The graphics Arc neat, the sounds are funny, the gameplay is 


i tremendous and the whole game has been written with a sense of 


humour. As a two-player game it's one of the best platform games 


I’ve seen since Super Mario.’ = 
4.5/5 - Games-X - Issue 19 - Aug 1991 The trapeze-artist elephant is 
particularly memorable boss in the 
game. 
The GAMES CAST 


Tam - Girl Fairy Rit - Boy Fairy Spuds - Pretty harmless, but will Shark - look out for Corn-Cobs - These just Nessie - Will only hone 
duplicate. their killer spit. wander around. in on you on same level. 


Bunny- Cute fluffy, Polymorph - cute slug Wasps - Can fly around Square Blobs - Bushies - Squirrels Chick - Cute little 
killer bunnies. like creature withalong and with a_ deadly Watch out their are fast at attacking _ blighters. 


tongue.. sting. shots upwards. and totally nuts. 


Maboot - The final 
for their pincer claws. cheeky monkeys are _ wielding starfish are plants appear when _ These appear, if you boss in the game. 


Lobsters - watch out Chimps - These Starfish - Boomerang Kaburas - these Blue Meanies - 


quite erratic. a right pain. all the flowers are spend too long on a 
picked up. Capturing _ level. 
these give a precious 
bonus letter. 
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He WHO MADE IT 


Went on to design SWIV and Forsaken. 
Did the art on Amiga for Silkworm, 
shooter and Dragon: Bruce Saint Dragon, Narc, Indy Heat and 
Lee Story. More recently also 
did One (PS1), Mercenaries | Mid) Batman Forever on the SNES and Hot 
1-2 (PS2, Xbox), The Saboteur h b Wheels World Race (PS2, GC). 

(Xbox 360, PS3) and also 

Spider-Man 1 & 2 (PS4, PSS). 


Double Dragon 3. He went on to do 


YOU PUKE?! — 


Something very bizarre has happened in the fairy village... the 
inhabitants have changed from chummy chappies into flufty 
fiends! It's so bad they've even gone and kidnapped the 
beloved"Mom" of our angelic fairy heroes, Tam and Rit. 

Now she lies captured in the top of the 

Maboots Tower where she can only 
be saved by whopping anything 
cuddly on the head with 
their magic rods. 


So cute... it'll make you puke? 


- FIND OUT IN 
SEPTEMBER. 
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DUNE — AMIGA 

Compatible with: A500, A500 Plus. 1500 
2000. A600. V1.3. V1.2. V20 

Requires: 1 Megabyte mtinimom memory 


Supports: Mouse, Extemal Drive, Hard disk 


Dune, a blazing hot desert planet deep into the solar system, populated by 
a fierce tribal race called the Fremen 

and giant sandworms, a planet that is the source 

of the most precious substance in the Universe - spice. 


itis here that Paul Atreides must face up to his fate. His Imperial family has been 
granted the lucrative rights to mine the spice by the Emperor, knowing that it will 
involve them in a fight to the death with their sworn enemies the brutal Harkonnen, 


who have enslaved the Fremen to mine spice for themselves. 
Take control of Paul and 

guide him to his destiny by winning over the Fremen 

and ridding Dune of all Harkonnen. 


Dune is an absorbing interactive adventure game with breathtaking graphics and 
atmospheric sound based on the other world 
science-fiction classic written by Frank Herbert. 
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SEE DUNE MAP 


TAKE AM ORMITHOFTER 


GUFNey HALLECK 


#46 : Dune 


£35.99 - VIRGIN GAMES - CRYO INTERACTIVE ENTERTAINMENT 


- 1992 - 1 PLAYER - 3 DISKS (1MB) [M]| V ] 


Based on Frank Herbert’s Sci-Fi book series, and it’s 1984 film. This 
has you try to beat the evil Harkonnens on a desert planet called Dune, 
which has an addictive drug called spice, that extends life and allows 
across-galaxy space travel. You play as the Atreides family, who have 
recently been given control of the planet off the Harkonnens by the 
Emperor, as a trap, as he fears your popularity. 


So enough of the backstory let us talk about the game itself. Essentially 
what we have here is a story book style adventure section, where you 
must fly in an Ornithopter to the native Fremen settlements, to win 
them over to help you fight the Harkonnen, and its harvesting the spice. 


The second part of the game is a strategy game, with you directing your 
armies and fighting the battle as you successfully control the planet 
Dune. 


Both sections are exquisitely depicted, with gorgeous hand drawn 
artwork, and haunting tunes, that are some of my favourite musical 
pieces on the Amiga. The gameplay meanwhile is solid as well. It 
may feel a little linear at first, with it drawing you in to the complex 
lore of Dune. But it does open up and it is impressive how it tells you 
the complex story of Dune seamlessly. The game has wonderful 
atmosphere and writing, but soon the game opens up into a solid strategy 
and resource management game, which is when it begins to shine. A 
true classic, that needs to be played by more. DRISK 
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The adventure element is so atmospheric, with 
stunning art and haunting music, drawing you 
into the game. 


The Resource and Strategy part of the game, is 
done through the map. 
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&) WHAT WE THINK? 


RETRORIC 

I remember seeing this on episode 3 of the first season of GamesMaster 
in 1992. It was in the new games section and the graphics were just jaw 
dropping for the time. I'd recently just got my Amiga so these early 


episodes of GamesMaster were especially exciting as a lot of Amiga 
games were shown on the show. 


I was not disappointed once I got my grubby little hands on it. I know 

d 1 6 PC users will say they had the superior version with the better music, 
but I say how many people had the money to buy an Ad Lib card for 
better soundtrack on PC anyway? The music on the Amiga version was 
dripping with atmosphere and really evoked the spirit of the source 
material. 


I hadn't read Dune before playing this, but I learned a hell of a lot about 
the lore playing this. I never did get very far as a 13 year old, but I 
enjoyed my time with it then, and I still enjoy my time with it now. 
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for normality and convention - it's a very odd, very imaginative 


Puig ‘Like the book and the film before it, Dune the game has no time 


and, also like the book and film, its impressively sweeping and epic 
in its scale. 


The exquisite and very stylish graphics, which have obviously been 


“ modelled on the movie to a great extent, create a tremendous other- 


worldly atmosphere - especially when coupled with the impressive 
new-age sound-track. Dune is a game with a feel and a seductive 
style all of its own, and as such it's very easy to get drawn into its 
bizarre world. This is all helped nicely along by the game's 
tremendous user-friendliness - the icon-based control system is 
about as instinctive as you're ever likely to get. If the game seems 
a little simplistic at first, it's because it's very thoughtful in its 
design, and works hard to make the player feel at home by 
introducing the characters cleverly, and constantly offering helpful 
hints. 


Later on, when the emphasis shifts from adventure and exploration 
to strategy, things get a lot tougher and more involving. The game's 
many objectives (the ultimate aim is to make Dune a habitable 
world as well as beat the Harkonnens) mean that the player is 
constantly juggling several balls - and that's the essence of good 
strategy. 


If there are problems with Dune, its that the gameplay seems to fall 
between two stools, leaving adventure and strategy players rather 
unsure of what they're getting. Purists probably won't like it, but 
if you're willing to adapt there's a good mix of game styles on offer 
here. A fine example of well-structured gameplay executed with true 
style, Dune is the best example of its genre in a long time. It sounds 
corny, but if this is your sort of thing, you could do a whole lot 


more.’ 
90% - The One Amiga - Issue 45 - June 1992 - Gary Whitta 


‘I'd play this game simply to visit all the timeless-looking locations, 


but adventurers will be pleased that there's a lot to do gameplay- 


wise, something that's helped by the simplicity of the point and 
click interface. damn good game, when all's said.’ 


89% - Zero - Issue 33 - July 1992 - Richard James 


‘As the game develops so does the character of Paul You will soon 
learn that aside from being a skilled fighter and leader he possesses 


psychic abilities that allow him to see into the future Discovery of 
, his destiny to lead the Fremen'’s into revolution changes the face 


of the game, and war is about to begin. 


The Fremen’s and Atreides are not the only occupants of Arrakis, 


for although the violent and savage Harkonnens have been 


superseded they have not left everybody in peace Once the 
production of Spice has been set up you must organise the Fremenss 
into a coordinated fighting force against their oppressors for the 
past centuries If successful, the world of Dune will be given the 
chance to live By using their expertise the Fremen’s will be able 
to grow vegetation and bring rains to the currently barren planet.’ 


87% - Amiga Action - Issue 34 - July 1992 - Jason Spiller 


‘Not 
adventure as a strategy game- 
-book, _ this 


Should appeal to adventure 


so much a_ simple 
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cum-animated 


fans and gamers not usually 
into the genre.’ 


- Amiga Power 


The artwork depicting the characters 
in Dune is stunning. 


= = 


Bey 


Along with the Adventure elements, 
you also need to manage resources 


and your troops. This part was 
expanded upon by developer Westwood 
in their Dune sequel. 


The game begins with you making 
alliances with the Fremen at their 
various village sietches. 
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—4 Al vi GA \* ‘Adventure games are all too often a matter of doing 'A' and 'B’ to 
reach ‘C’. Such a linear approach becomes boring after a while. 
Dune succeeds because it involves a degree of strategic thinking 
in overcoming the Harkonnens, and there's also a number of 


iz? mysteries to deer up along the way. Admittedly, parts of the game 
are too linear - especially at the start, but things perk up after the 


It was never gong to be easy adapting a novel of Dune's intensity 
The locations drawn are exquisite, 
with you really feeling the grandeur. 


and depth, but Virgin have come satisfyingly close to pulling it off. 
All the essential information and necessary background material is 
presented in an almost subliminal way, allowing the games 
adventure elements to come to the fore. This one should appeal to 
both Dune aficionados and novices alike.’ 

83% - CU Amiga - June 1992 - Dan Slingsby 


he ‘Not so much a simple adventure as a strategy game-cum-animated 


PW LW, GA -book, this should appeal to adventure fans and gamers not usually 
PORE. 


ar 3 Zo into the genre - and indeed, non-game-playing fans of the book - 


© alike. I enjoyed it - this is one of the few games where you actually 


The ae designs are very me find yourself caring about some of the characters!’ 


inspired from the 1984 film. 
81% - Amiga Power - Issue 15 - July 1992 - Dave Golder 


-= @ ‘Il you want a diverting strategy game with sumptuous graphics, 
then Dune will keep you interested. On the other hand, if you like 
= Now! more atmosphere and tough puzzles, or Just liked the book, then 


ee NEw: Dune may he disappointing.’ 


79% - Amiga Format - Issue 36 - July 1992 - Maff Evans 


The vehicle designs are awesome, 
and just how the books describe. [Other Reviews: S: 90%, J: 82%, D: 81%, MZ: 81%, 


AP: 85%, AF: 85%, AC: 80%, CU: 80%, AA: 80%] 


WHO MADE IT 


Co-Founder of Cryo 
Interactive Entertainment. 
After Dune he went on to 
work on Mega Race, Lost 
Eden and Beyond Atlantis. 


Co-Founder of Cryo 
Interactive Entertainment. 
After Dune he went on to 
work on Commander Blood 
(the sequel to Captain Blood) 
and Lost Eden. 


Bubble + and after Dune he 
went on to work on KGB, 
Commander Blood, Mega 
Race, Lost Eden and 
Atlantis: Lost Tales. 


Worked on Kult on 
Amiga, Extase and 
Lost Eden. 


- He did the graphics 
on Captain Blood, 
KGB, Commander 
Blood, Raven 
Project and Mega 
Race 2. 


He Designed Captain 
Blood, Commander 
Blood, Lost Eden, 
Beyond Atlantis 
Series and 

Mega Race 3. 


He did the graphics 
on KGB, Lost Eden, 
Atlantis: Lost Tales 
and most recently 
Twin Mirror. 


The Sequels 


DUNETI 


BATTLE FOR ARRAKIS 


Dune II: The Battle For Arrakis [M | V ] 


GAMES 


£29.95 — VIRGIN GAMES — WESTWOOD STUDIOS 


— 1993 — 1 PLAYER — 5 DISKS (OCS/ECS ) 


The sequel to Dune is made by Westwood 
Studios, who revolutionised the genre of Real- 
Time Strategy and resource management 
games. They then took this game and expanded 
it, to make the awesome Command and 
Conquer series. In this game it has you harvest 
the spice and looking out for the other armies 
and conquer territories. 


To many of you dear readers, I suspect you are 
screaming blue-murder, why we didn’t choose 
this more accomplished sequel over the first 
game? Well, for me personally I have never 
liked the real-time strategy genre, with me not 
being very good at it, often ending up selecting 
all my armies and just attacking en masse. 


But it is undeniable that if you do love the 
RTS genre, this is the game, that first set the 
modern genres blueprint, that all others would 
copy. It’s also fine game to boot. 


DUN Ell 


BATTLE FOR ARRAKIS 


HE WHO CONTROLS THE SPICE... 
CONTROLS THE UNIVERSE. 


BEHOLD THE PLANET ARRAKIS, KNOWN AS DUNE - LAND OF SAND 
AND HOME OF THE SPICE MELANGE. THE SPICE CONTROLS THE 
EMPIRE - WHOEVER CONTROLS DUNE CONTROLS THE SPICE. 


THE EMPEROR HAS PROPOSED A CHALLENGE “THE HOUSE THAT 
PRODUCES THE MOST SPICE WILL CONTROL DUNE, THERE ARE NO 
TERRITORIES... AND NO RULES OF ENGAGEMENT’. 


YOUR BATTLE FOR ARRAKIS BEGINS NOW... 


DUNE II: THE BATTLE FOR ARRAKIS IS A STRATEGY-BASED 
RESOURCE MANAGEMENT SIMULATION WITH OVER ONE 
MEGABYTE OF DIGITISED SOUND EFFECTS AND SPEECH’. DUNE I I 
COMES FROM WESTWOOD STUDIOS, THE TEAM BEHIND EYE OF THE 
BEHOLDER | AND II AND FABLES AND FIENDS: THE LEGEND OF 
KYRANDIA. 


A WESTWOOD PRODUCTION FOR VIRGIN GAMES 


OUNEIS A TRADEM AIDE OF DINO DE LAURENTUS CORPORATION 
AND LICENSED TO MCA/UNTVERSAL MER CHA NOISING [NC 

WERE ONO DE LAURINTIS CORPORATION. ALL RIGHTS RESERVED. 
WESTWOOD STUDIOS INC ALL RIGHTS RESERVED. 

(7) TT VIRGIN GAMES LTD. PRODUCLD BY BRETT WoSTERR 
DIRECTEO DY AARONE POWELL | VLE 2 MALL 

DESIGNED DY AARON & POWELL KM BOSTIC 

WROGRAMMED BY JOE BOSTIC. SCOTT K. BOWEN, 

TEXT BY DONNA L BUNDY, RICK GUSIC 

ART 1 ANIMATION BY AARON E POWELL 

BEN OLSEN, JUDITH PETERSON. ERIC SHULTS.LUE ARABANC 

MUSIC AND SOUND OY FRANIC RILPACK). OWIGHT ORANARA 

FOR VIRGIN GAMES UR 

UK PROACT CO-OMDINATORS DAN HARCHANT. MITER HICKMAN 
QUALITY ASSURANCE BY JOHN MARTIN, DARREN LLOYD. 

KEN JORDAN, MICHARD ME WISON, PAUL COFFINS 

MANUAL LAYOUT DY DEFINITION. 


19H FIG 


min y 
Hi t 
ih |i \ 
AM ; 


MAHUTACTURING CO-ORDINATION BY 
EUROPEAN MARKETING 


* DIGITISED SOUND EFFECTS AND SPEECH ARE AVAILABLE FOR PC ONLY 

‘AND REQUIRE 2 MEGS OF RAM AND NEED ONE OF THE FOLLOWING 

‘SOUND BOARDS: SOUND BLASTER™. SOUND BLASTER PRO™ 

‘OR AD LIB GOLD. VGA SCREENSHOTS SHOWN. SOUND BLASTER AND SOUND BLASTER PRO 
‘ARE TRADEMARKS OF CREATIVE LABS INC. AD LIB AND AD LIB GOLD 

‘ARE TRADEMARKS OF AD UB, INC. EYE OF THE BEHOLDER It Il ARE 

TARDEMARKS OF TSR, INC. FABLES AND FIENDS AND THE LEGEND OF KYRANDIA 

‘ARE TRADEMARKS OF WESTWOOD STUDIOS INC 
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WHAT THEY THOUGHT 


Fea GREAT AGA CO 23487 CORSOLES 10 96 


‘Dune 2 is one of the rare strategy games which grabs you from the 
off and doesn't let go. There are many types of strategies you may 
adopt. Indeed they are only limited by your imagination. 


There's plenty of digitised speech to warn you of enemy approach 
or the destruction of said foes, while the small yet detailed graphics 
add plenty to the atmosphere The icons for the buildings will remind 
you a lot of Sim City, while the one-team-on-one approach smacks 
of Populous - so the game's in good company. Two things stand out 
about this game in my mind- the first is the feeling of not being 
alone on the planet, made worse when your radar switches on and 
the enemy start to appear. and in combat. when your reinforcements 
are slow to arrive and guns and rockets are flying at you from all 
angles. Heaven.’ 


95% - AUI - Vol 7 No 8 - Sept 1993 
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'You don't have to like Dune (the 
books and film) or Dune (the 
game) to play this, but it helps. 
But even without the sci-fi 
background, this is an fun and 
absorbing strategy game. If 
you've any idea what Muad'dib 
or the Kwisatz Haderach are then 
you're probably going to split 
your still-suit in excitement. ’ 


91% - Amiga Power - Issue 28 
- Aug 1993 


‘Spice harvesting may not seem 
the most likely way to derive 
pleasure Dune II has much more 
to offer than just that, though, 
managing to take a_ fresh 
approach to this genre with its 
neat touches, excellent graphics 
and great battle scenarios. 


All missions vary in difficulty 
and aims, but there is a danger 
of experiencing a certain feeling 
of deja-vu after a few hours 
play, and disk swapping for non- 
HD owners is a pain.Highly 
recommended all the same.’ 


88% - Amiga Action - Issue 47 
- Aug 1993 - Paul Roundell 


= 


For those who love RTS games like Command & 
Conquer, then this is the game that started it all. 


= jJuRASSIC 
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‘With a game of this quality it is difficult to find anything 
bad to say. I could mention that sometimes your vehicles 
refuse to move when ordered to the opposite side of a 
structure Instead you must lead them wound the structure 
step-by-step. which can be quite annoying. Also if you only 


" have one floppy drive, you have to complete a silly number 


of disk swaps before you get into the game. 


Dune 2 is addictive. If Syndicate could be described as 
Populous 2 with guns. then Dune 2 is Sim City with heavy 
artillery. Dark. moody. atmospheric. Addictive. Brilliant. ’ 


90% - Amiga Format - Issue 50 - Sept 1993 


‘You'll not usually catch me playing these so-called arcade- 
strategy games by choice but Dune 2 has kept me occupied 
for an embarrassingly long period of time. It's one of the 
most absorbing games I've come across, after all, there 
aren't many games where you can spend upwards of an hour 
and a half playing through the same mission, attempting to 
achieve the same goal and still be desperate for more when 
you finish. 


And what's even more surprising for a game of this type, is 
that there's really no need to read through the manual before 
you begin because the point-'n-click interface is one of the 
most intuitive I've seen and the many messages which appear 
when you use an object for the first time guide you safely 
through the early stages with no trouble at all. If you're 
new - to arcade-strategy games then Dune 2 is the one to 
lose your cherry to as it's easy on beginners and by the 
time the difficulty level is increased you'll be perfectly 
proficient with the game mechanics. 


Although there aren't that many speech-samples, the few 
which are in the game maintain a tense, military atmosphere 
while the sweeping chords fading in and out as you battle 
with the opposing houses create an eerie feeling which suits 
the game perfectly. 


I'm desperately racking my brains for something derogatory 
to say so I can at least moan about something but 
unfortunately the only thing I can come up with is the lengthy 
disk accessing before you get into the game proper, although 
I'll not talk about that because it doesn't really affect the 


gameplay. 


Nope, I'll just have to be content to swallow my pride and 
heap unreserved praise onto Dune 2.’ 


90% - The One Amiga - Issue 58 - July 1993 - Simon Byron 
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#45 : Switchblade II 


£25.99 - GREMLIN - IN-HOUSE - 1991 - 1 PLAYER - 1 DISK [ | ] 


After Simon Phipps had created the first game, Core Design left 
Gremlin to do their own game publishing. This left Gremlin to 
have to find another group of people to make the sequel. They 
chose well with the team behind Venus the Fly Trap shooter to 
make the game. They did a stunning job as well, turning the title 
more as a love letter to Strider and Turrican, than a straight sequel 
of the first. 


On loading the game up, the first thing that strikes you, is how 
“console like” it feels, in terms of polish and gameplay. It all runs 
fantastically well also, with it all feeling not out of place of an 
arcade game, There is a nice variety of weapons, levels and enemies 
here. Giving a nod to the first game, in their design, but making 
everything bigger, as opposed to cute and squished. 


For me level one is the highlight, with the twist and turning 
corridors, and secret hidden rooms to discover, being closer to the 
first game in its design. It then opens out into outdoor sections, 
feeling much more Strider like, in both look and feel, and so losing 
the more exploratory aspects, that made the original so great. 


All in all a classic game, that people don’t seem to talk about these 
days, and so well worthy of your time. DRISK 
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Much of the first level is infiltrating the enemy 
base. This has lots to explore and secrets to 


find. 
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&) WHAT WE THINK? 


RETRORIC 


Oh dear, it seems as though Strider Hiryu's retarded, hotdog eating cousin 
has come bumbling on screen with his pathetic slashing weapon and his 


ungraceful jumping abilities. I can see where Gremlin were trying to go 
with this, but I think Team17 did a better job with their own Strider 
ripoff Assassin. 


Switchblade 2 tries to bring the Strider arcade experience to the Amiga 
but fails in this endeavour due to a lack of style and substance. The 
game really lacks atmosphere without any music, and this is hampered 
further by the adequate, but unremarkable sound fx. The graphics are 

1 2 4 ok for that european psuedo-japanese style, but ultimately it lacks polish 
and style in its mimicry. 


Level 1 is decent enough, but it starts getting annoying with hidden 
spike traps and things above your head in tight jumping areas. Not one 
for me unfortunately, but I'm sure there's plenty of other people that 
enjoyed this one though. 
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WHAT THEY THOUGHT 


‘Perhaps unlike any other Amiga game to date. Switchblade LI 
successfully provides the feel of a console title. It's not quite like 
playing a coin-op, and again, its distinct from playing any of the 
other shoot-em-ups on the Amiga. It offers a feeling of easily 
achieved skill, allowing mastery of the central character to be 
picked up in a flash. Even without playing with a purpose, there's 
fun enough to be had just watching the game hap-pen all around 


you. Incredible!’ 
900/1000 - ACE - Issue 55 - May 1991 - Jim Douglas 


‘ALTHOUGH THIS IS UNDOUBTEDLY the follow-up to 
Switchblade, it actually owes more in style to Capcom's Strider - 
even the slashing blade seems to have come from that classic 
coin-op. The good news though, is that enough of the feel of Simon 
Phipps' original has been kept to make Switchblade 2 an enjoyable 
blast in its own right. Most of the changes which have been made 


along the way are pretty much for the better: the main sprites are 
larger, the levels are bigger and the extra weapons wrap the whole 
package up nicely. Part of the reason why the sequel is so enjoyable 
is the meticulous attention to detail that's been put into everything 
from the backdrops to the control method. Also, some of the on- 
screen effects are stunning: good examples include the running 
water by the docks and the incredible animation displayed by some 
of the larger aliens. This is a genuine pleasure to play and a 
challenge to complete — and while the sudden jump from action/ 
exploration game to arcade/platform action might deter a few 
players at first, it shouldn't be too long before its individual merits 
shine through, Switchblade 2 is up against some tough competition 
just now (mainly from Turrican2and Gods), but even in this company 
it still has plenty to offer.’ 
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‘Perhaps unlike any other 
Amiga date. 
Switchblade IH successfully 


provides the feel of a console 


game _ to 


title. It's not quite like 
playing a coin-op, and again, 
its distinct from playing any 
of the other shoot-em-ups 


on the Amiga.’ - ACE 
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90% - ACE - Issue 31 - April 1991 - Brian Nesbitt 


‘You have six weapons at your disposal. The first is a machine gun. 
Even though its capable of rapid fire, you'll need to fire several 
direct hits to fell the enemy. You also have a flame thrower which 
is fairly powerful, but has limited range. For sheer power and range 
your laser will prove to be one of the most feared weapons, where 
as throwing stars don't provide as much resistance. There are plenty 


=| of powerful weapons to use but you will need to find them and this 


is no easy feat.’ 


90% - Amiga Action - Issue 20 - May 1991 

‘The game's been designed and developed by George Allan and 
Paul Gregory. both of whom worked on Gremlin's rather swish 
environmental shoot 'em up, Venus. Taking on the sequel to 
Switchblade must have been a bit like stepping into dead men's 
shoes as the original game was handled by Core Design who split 
from Gremlin last year. However, George and Allan have come up 
with a host of new ideas. Although the first level of the game doffs 
its hat to, and mimics the graphic style of, the first game, from 
there on Switchblade 2 cuts a creative swathe all its own. Its 
refreshing to see a game which builds on the strengths of its 
predecessor yet introduces enough new elements to give it a 
character all its own. Far too often softcos seem content to offer 
more of the same, hoping to live off the success of the original. 
Switchblade 2 is fast, frantic and fun and a big improvement on its 
critically acclaimed predecessor.’ 


90% - CU Amiga - April 1991 


The flamethrower, is slow and short- 
ranged, but used at the right time is 
totally devastating. 
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The game has some nice variety to 
the different levels. 
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AN EXTRA LIFE WILL COST SO CREDITS 


In the levels are shops, where you 
can by a stack of cool gadgets and 


gizmos.. 


Some of the bosses are really quite cool. 


NICE ONE /f 


THANKS TO YOU PEACE IS ONCE AGAIN 
RETURNED TO THE KINGDOM OF THRAXX 


The Manga styling of Hiro in the 
game is awesome. 
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‘A completely excellent platform game that wouldnt shame an 
arcade. Easily the best example of its genre so far, and one of the 


Amiga s most Impressive all-round games of any kind.’ 


7% - Amiga Power - Issue 2 - June 1991 - Stuart Campbell 


‘So in the looks department Switchblade II is a considerable 
improvement on its predecessor. It's also a step forward in shoot 
‘em up terms , yet in the process it's stopped being Switchblade. 
The main sprite and a lot of the action is more reminiscent of Strider. 
Collecting pizzas and burgers for extra energy reminded me of 
nothing so much as those flippin' turtles. It has slipped comfortably 
and impressively into the beat/shoot 'em up league and should easily 
be a front runner.(Bit of a mixed metaphor there - Ed.) However, 


fans of the original may feel a bit disappointed. Gremlin have 


produced a great sequel to Strider, which is in itself an achievement 
to be proud of.’ 


85% - Zero - Issue 19- May 1991 - Paul Lakin 
‘Switchblade II's strength is its graphics. The small sprites and flick 


scroll of the original have been replaced by large, colourful 
characters and smooth, full-screen, multi-directional scrolling. The 


first level is pretty much carried over from the original, with new 


rooms only being discovered by walking through a doorway, 
climbing a ladder or smashing through a wall. The higher levels 
are in the style of arcade beat-em-ups such as Strider, with Hiro 
having to leap around platforms bashing enemies with his sword. 
The control feels comfortable enough too, with Hiro moving in good 
response to the joystick commands. 


The problem is that Switchblade II isn't anything new. The original 
had a novel method of exploration and cutesy graphics, the sequel 
ends up being just another arcade beat-em-up. There are niggles 
which crop up occasionally, for example it is impossible to get past 
the end-of. level guardians without losing at least one life. This 
means that the rest of the game is simply an exercise in finding 
bonus lives and collecting weapons and energy pods. Where is the 


fighting skill? Where is the exciting skin-of-the-teeth battling with 


the guardians, in which the best fighter wins through? Not here it 


seems. 


Completing a level is more a matter of luck and how many lives 
you've managed to amass. This reduces a good-looking game, with 
the potential of being comparable to some of the top coin-ops, into 
a pretty dull and repetitive hack-and-slash variant.' 


70% - Amiga Format - Issue 24 - July 1991 - Maff Evans 


[Other Reviews: D: 78%, J: 68% R: 90%, 
90%, 90%, 82%, 79%, 79%, 
70%] 
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WHO MADE IT 
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George Allan- Coding , Barry Leitch - Music & Audio 

_ He made a name himself on making the J Veteran of the industry and so many titles, 
shooter Venus The Fly Trap. Then after ' highlights are Pegasus, Super Cars 2, 
did Zool, Pitfall: The Mayan Adventure Lotus Turbo Challenge 2, The Humans, 
and Trainz. Lethal Weapon, Top Gear games and most 


recently Horizon Chase Turbo games. 
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Paul Gregory - Graphics. ect t Sed ieton 
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Did the graphics on HATE (Amiga) , 
Footballer of the Year 2 (C64, Amiga), 
Venus The Fly Trap. Then after worked 
on Top Gear games, Cruisn’ World NF BEE, cog ye rate A Seas ce = 
(N64), 40 Winks (PS1) & Buffy The ng at armen 
Vampire Slayer: Chaos Bleeds. os The opening level is 

: : my personal favourite. 
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CHEATS 


On the title screen type “LEVELn” where “n” is the level you wish 
to skip to. So “LEVEL2” would skip to level two. 


On the title screen, type “CHROME” to play a hidden shooter 
waver game. It feels like a very early 

prototype of Venus The Fly 

Trap 

(another 

Gremlin 

game. See 

the game 

in action 

here. 
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Switchblade [M | V ] 


£19.99 — GREMLIN — CORE — 1989 — 1 PLAYER - 1 


I have a real soft spot for the original, 
with the fantastic squashed cute artwork 
of Simon Phipps and the amazing music 
of Ben Daglish. 


The game isn’t perfect, the levels are all 
too similar, with everything being shades 
of greys (fifty? -Ed). Also it does take a 
while to get used to the controls (holding 
fire button down to power up shot feels 
strange and counter-intuitive), but once 
you do, the game’s sweet charms will win 
and will woo you over. 
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the shattered FirebJade. Only thencan hetakeon 
hig people's death. ] 


i Hife, fe_sternier des Bladeknights goit réassemnleniann O Nagments 
de Fitebjade qui a été bris€e. Cast esi qu'dce metiannia qu lpeul 
Se balls contre Havog-et venger Ia mor de soff peuplen 


Hifo, dér, letzte Bloge-Rilter, muB die zerbrochene Feuerkdinge Gus 
— ene Scherbewiedemersielien. Nur dann kann er gagen¥avem 
oniefen Undiden Tod seiner Sta utgraehen => 


i Hiro, l'ullimg’ dei 

< Cavalieri. della 7 
Spada, deve 
ricpmporte 116 
frémmenti.detia 
Spada di Fusco. Sole” 
allora potra alfrontare 
Havoc e vendicarela 
fine della sua gente, 


pile Hiro, last of the Bladeknigh!smust réassemble the 36, fragments of 


WHAT THEY THOUGHT 


‘It's the exploring that's the fun, finding new routes that you had 
no idea were there or seeing a door-way and wondering how on 
earth you're going to get to it. The com-bat can be fun too, but 
get the hang of the meter and it becomes a little easy (thank 
goodness baddies don't reappear every time you re-enter a certain 
room), With only five lives at your disposal this is a toughie, 
but you'll have lots of fun all the same. It's certainly blessed with 
loads of the 'I wonder where that leads to' factor making it very 
addictive. A great arcade adventure that's well polished and well 
put together.’ 


85% - Amiga Format - Issue 6 - Jan 1990 - Andy Smith 


[Other Reviews: Z: 90%, G: 90%, ACE: 805/1000, 
AA: 88%, JK: 80%, AC: 79%, ZZ: 70%, J: 69% 
Z: 89%, AP: 70%, O: 5/5] 


A real game developer legend, behind such classics as Rick 
Dangerous 1-2, Monty Python Flying Circus, Bubba ‘n Stix, 
Thunderhawk, Wolfchild, Shellshock, Shadowman, Harry 
Potter and the Philosophers Stone (also Chamber of 
Secrets) and the multiplayer design for 

Need For Speed: Most Wanted. 
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Using his father’s scientific knowledge, Saul Morrow transtorms himself into the powerful Wolfchild and seeks 
revenge on the evil CHIMERA organisation who have murdered his family and kidnapped his father. 

Guide Saul in his quest to rescue his father from the clutches of the corrupt CHIMERA corporation. Change his form 
to that of a powerful psychic werewolf as you fight your way through five levels of action packed adventure, 
featuring over 400 screens of exciting and addictive gameplay. 


Dank der wissenschaftlichen Kenntnisse seines Vaters verwandelt sich Saul Morrow in das machtvolle Wolfchild, 
und verlangt Genugtuung von der CHIMERA-Organisation, die seine Familie ermordete und seinen Vater entfthrte. 
Unterstatzen Sie Saul bei seiner Suche nach seinem Vater, der in den Klauen der CHIMERA-Corp. gefangen ist. 
Verandern Sie seine Gestalt zu der des machtigen Werwolfes, wahrend Sie sich kampfend durch 5 Level voller 
Abenteuer bewegen, die then aber 300 Bildschirmseiten interessantes und fesselndes Gameplay bielen. 


Utilisant les connaissances scientifiques de son pere, Saul Morrow se transforme en puissant Wolichild et cherche a 
se venger de CHIMERA l'organisation démoniaque, qui.a assassine sa famille et enlevé son pére. 

Guidez Saul dans sa quéte pour liberer son pere des griffes de la bande corrompue de CHIMERA, Changez le en un 
loup-garou psychique tandis que yous vous frayez un chemin 4 travers les 5 niveau d'arcade aventure, avec plus de 
400 écrans de jeu exaltant et prenant, ; 
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#44: Wolfchild ” 


£25.99 - CORE DESIGN - IN-HOUSE - 1992 - 1 PLAYER - 2 DISKS [ | ] 
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From the outset, the atmosphere was created with the game's 
Mangaesque intro; then it jumped to the glorious Wolfchild title with 
the Core logo, fuelled by the moody music. Then came the opening 
level, in which the main character, Saul, finds himself on a high-altitude 
vessel, soaring through the wonderful parallax scrolling of the clouds. 
At this point, he was still in his human form. 


It only took him a few moments to get enough power-ups to morph into 
the werewolf - probably the most exciting video-game transformation 
since Knight Lore. Saul mainly uses his fists to get through the levels, 
but power-ups allow him to chuck projectiles at his enemies. The game 


progresses through various levels of a dystopian world that are varied 
enough to break any thoughts of monotony. This, ladies and gents, is feRemep-sete) See eee 
the Amiga's answer to Strider. KINGY 


&) WHAT WE THINK? 


DRISKY SAYS: 


Wolfchild is a great console like platformer, that takes ideas from Altered 
Beast and Strider. Made by Simon Phipps (Bubb ‘N Stix, Swritchblade pers Capt 
and Rick Dangerous), it’s a fun and varied adventure through intersting Nes 


levels and technical wizardry. As mentioned, the Mega CD version has 
remastered music, more levels and better graphics, so that is probably 
the best way to play the game today. 


RETRORIC 


Altered Beast meets Strider in this stylish run and gun from the 


effervescent Core Design team. I remember seeing this advertised in 
C&VG back in the day, but because I was completely hooked on fighting 
games in 1992 it completely passed me by. 


It's quite janky with its controls unfortunately. Up for jump really hinders 
its playability and the pushback you receive when you get hit makes it 
quite taxing when you only have your fists to use in human form. 


I'd have liked to see the game use the Altered Beast influence more 

| 3 2 heavily. Give the human the gun, give the wolf superpowers. This could 
be balanced by making the wolf require constant feeding of powerups 
to stay in that form. The human punching mechanics are quite difficult 
because they are delayed to activate on releasing the button, as holding 
the button fires your smart bomb. I wonder if the console versions make 
this more playable with their multi button controllers. 


It's a decent enough Amiga platformer with great graphics, sound and 


good level design. Unfortunately it suffers like Switchblade 2 in the 
gameplay department. 


KINGY SAYS: 


' This is one of my favourite Amiga games - sadly, my vote alone can 
only get it so far up the charts. It was also one of the earliest Amiga 
games I played, and I was absolutely sucked into this. The whole 
opening level felt epic, with that glorious music and the stunning 
visuals. The enemy ship you land on is jaw-dropping with its giant 
exhaust flames and the parallax scrolling of the clouds whizzing by. 
Then, when you levelled up and turned into the Wolf - things just got 
real! 
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WHAT THEY THOUGHT 


‘A visually impressive, i 
‘Although there are similarities between Wolfchild and Strider. it oN 
is still one hell of a game Technically it is superb. the graphics reasonably playable, console 
being very atmospheric, especially the lightning effects when the = 
main character changes Into a wolf. The collision detection as very beater. If you need any . 
convincing particularly on sloping surfaces The scrolling Is . es) 
especially smooth and considering the speed at which the game P@VSUASION then Pil tell you XQ 
moves, plus the multi-directional scrolling. this is some achievement x 
within itself. Definitely recommended to shoot'em-up treats. Core that it was written by the = 


certainly look set to have another winner under their belts.’ 


bloke responsible for 


Switchblade.’ 
‘Wolfchild's difficulty curve is well graded, with a particularly nice P . 
touch at the start of the game. The first level, a big space galleon, = Amiga Computing 
Is only about an eighth of the size of the levels that follow, and is 


94% - Amiga Action - Issue 28 - Jan 1992 - Steve White 


designed simply to get the player off on the right foot. Because it's 
quite easy to complete, it means the player gets a sense of 
J achievement early on, which enhances the enthusiasm for what's to 


come. 


Too many games make the stake of alienating the player early on 
by getting too hard too quickly, and Wolfchild leaps this hurdle with 
aplomb. The fourth level is actually double the normal an size, at 
an enormous 160 screens - a little spanner In the works for anybody 
who get cocky. Because there are only five levels though, I'm unsure 
how much challenge the game may present to experienced 
platformers. 


The many extra elements that appear as the game progresses add The game intro is really well done 

to the overall challenge but there's unlikely to be any compulsion and worth a watch. 133 
to return once the game is completed. Not that that's much of crime 
- how many completed games do you still play?' 


94% - Amiga Action - Issue 28 - Jan 1992 - Steve White 


‘When in werewolf mode. you're not only twice as ‘ard as before, 
but you can now project magic energy as can Ire rather than just 
punch The bullets are, as always. up-gradable Or to put it another 
way. you well as relying on physical Prowess to defeat your 
opponents. and vary from three-way fire to heat seekers No surprises 


in that department then. 


From the moment you land on the 
So Wolfchild is a visually impressive, reasonably playable, console Space Galleon the game visually treats 
beater. If you need any persuasion then I'll tell you that it was you to some great graphics. 
written by the bloke responsible for Switchblade. Nuff said. It lacks 
that extra depth that it needs to get the coveted Gamer Gold but it 
looks, sounds, smells, tastes and feels like a ‘quality game' Surely 
that must count for something?’ 


86% - Amiga Computing - Issue 45 - Feb 1992 
- Daniel Whitehead 


The bug planet level, has some pretty 
yucky creatures to take out. 
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There are definitely visual variations 
to each of the five levels. I just 
wish the game offered something 
new in the gameplay. 


The end of game boss is a big 
werewolf (Think it supposed to be a 
Chimera -Ed). Some laser blasts and 
a few bombs, should put the darn 
mutt in its place. 


The opening level on the Space Galleon 
is by far the best level of the game. I 
do wish the level was longer. 


The intro, does a great Manga style 
depiction of you as the werewolf. 


‘THE FIRST THING to hit you when you dive into WolfChild is a 
strong sense of déja vu, because in many ways, the opening section 
is very similar to Strider (which is by no means a bad thing: if it 
works once, why change it?). The similarity soon ends though, and 
further levels are quite distinctive. 


The game is full of nice touches -the wind blowing through our 
hero's hair, the enemies being swept away in the gale as Saul 
disposes of them, the 'meaty' feel to the punching and the excellent 
feeling of depth in the forest section (created by a clever use of 
parallax). 


There's no denying this game's beauty: right from the intro sequence, 
this one looks polished (Core claims to have used 64 colours on 
screen at once, and it seems as though this claim might just be 
accurate). In gameplay terms it almost reaches the same high 
standards, except for one or two minor irritations: one is that when 
you lose your 'wolf power", it makes it almost impossible to progress 
past the five end-of-level guardians (and as soon as you lose a life 
it's right back to the start, with no further pick-ups available), 
another is the 'invisibility' of the secret rooms (a little graphic 
reward would have been nice for finding these uncharted sections). 


Overall though, WolfChild is a good mixture of enjoyable game 
types, which would even have scored a little higher if success hadn't 
relied so heavily on the Dower of the wolf.’ 


84% - One Amiga - Issue 40 - Jan 1992 - Jools Watsham 


‘On first playing Wolfchild hears a striking resemblance to the 
classic Switchblade - and that's not surprising when you consider 
that they were both designed by Core Design's Simon Phipps. 
Although Wolfchild uses many similar tricks and design ideas. it's 
by no means old ground re-covered. 


Your quest is to wreak some revenge upon Draxx, who kidnapped 
your father and murdered the rest of your family. You do have one 
rather handy ability at your disposal - you can turn yourself into 
a wolf and hurl claws at Draxx's henchmen. To do this, you must 
first find the power-ups that are strewn around the five beautifully 
drawn levels. 


While Wolfchild doesn t win any prizes for originality or spectacular 
game-play, it's still worth a shot. The intro sequence alone is worth 
a couple of close watches, and the in-game music, reminiscent of 
a Jean-Michel Jarre track. is pleasantly up-beat. Because 
Wolfchild's difficulty changes depending on your level of success. 
you'll complete the game quickly, but it's still good fun on the second 
and third attempts.’ 


76% - Amiga Format - Issue 33 - April 1992 
‘Initially was good fun, but I was completely bored with it (and 
more than halfway through it) in less than an hour. Switchblade 


meets Strider, but they dont get along too well and Wolfchild is the 
rather halfhearted end result.’ 


58% - Amiga Power - Issue 10 - Feb 1992 - Stuart Campbell 


[Other Reviews: Z: 90%, G: 90%, S: 86.2%, J: 81% 
R: AP: 54%, O: 46%] 
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WHO MADE IT 


A real game developer legend, behind such 
classics as Rick Dangerous 1-2, 
Switchblade,Monty Python Flying 
Circus, Bubba ‘n Stix, Thunderhawk, 
Shellshock, Shadowman, Harry Potter 


and the Philosophers Stone (also 
Chamber of Secrets) and the multiplayer 
design for Need For Speed: Most Wanted. 


He’s worked on such Core classics as 
Wonder Dog, Bubba ‘N’ Stix, BC Racer 
and Shellshock. 


A successful designer, with a long career. He 
has done such games as Rick Dangerous 2, 
Chuck Rock 1-2, Wonder Dog, Premiere, 
Groove Rider: Slot Car Thunder, Crash of 
the Titans, Crash mind Over Mutant, 
Gears of War 4 and 5. 


An amazing musician doing such titles as: 
Heimdall 1-2, Jaguar XJ220, Premiere, 
Wonder Dog, Chuck Rock II: Son Of 


Chuck, Curse of Enchantia, Bubba ‘N 
Stix, Banshee and Tomb Raider to name 


but a few. 
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Like many of the Core Design Amiga games, the best version to 
play of their titles is actually on the Mega CD (You’re fired - 
Ed). Not only are graphics crisper and smoother (with a bigger 
screen size of the action), but it also has CD renditions of the 
fab soundtrack and an additional four levels to play through. 


So if like Kingy you are a big fan of the Amiga game, then you 
should check this version of the game as well. Then continue on 
to play Chuck Rock 1-2 and Wonder Dog on the Mega CD as 
well. 


cones a “eam The Mega- 
000000 ay} pete] CD version 
$a Pe et Bl Sere) of Wolfchild 
is bigger, 
faster, 
sleeker and 
aurally 
superior to 
the Amiga 
version. 
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in. * Terrifying real-time tembat + Ligh -fast 
FreezeTime™ strategy + Over 50 deadly mjefons including 
Death Wing™ Campaign + 12 weadpoas ifcluding Lightning 
Claws™ and Assault Cannon™+ ural single Space 
Marines*, 5 man squads or multiple troop 


PuRIFIER ET BRULER 


PClS6 0 aman 
> Un env ubundonne est envahi par des 
1% . ; Genestealers"\, D aime [pgs foudroyante et dune 
oT - Z force herculéenh,. ces Créntures iDsectoides infernules 
we se reproduisent o> introduisant > 
~~. < rs humains vivant \Revétez Votre armure el Yimec-v 
4 jusqu’aux dents i vous tancer dans ta bataille 
: ' +o * Combat terrifiads en temps reel + Strategic 
4 . Freeze Time™ rapide cynme leclair + Plus de 30 
“y'? missions meurtriéres * | Qarmes + Controle de sol- 


{ dats Space Marines un au 
= : ou de troupes multiples, 


de groupes de 5 hommes 


BeEFREIEN UND VERBRENNEN! 


ius es on nublermrutecthen by poe, bescti7l wurden A Tikail 
xY 
mnrken und mil eater Leeschiwithtiivied vhs Pel) Sie itire Gent 
ins te lifiche Korper vu phiviered, Sie viehea sich tire ha ine un 
hewaollbne Tei Tila pl ion nen Raumolein 


- 
; 
spounnende kK mpie wi wilta i. 


. 
1 Miitvechnell einfrierbare \ 
~ SET ULC * Lin Si) ehulirliche Vi bestia Macs | raters diiche 
Wollen eerie sp Mari ~ Fionn b inbedtlen 


Three Truopen Pei lyy ie 


etoile’ hie irae ws De eS 8 bag) ee Te aem 


ieee iy | 


wa ite lie ay a Teves hile #0) Wliie 
Vip dhe? Vidhaitiedile | piel eee BT, be a iil 
it Pe a het bOy a ed a periyh ee 
— AD ile ih ree ite) aye \ oe hie Abd\ta th 
To wer * 7 \ ee ete abel: AYeke Viable > ae Tee rh) Chir 1 Pee 


pire ee 


mover 40.00), Space Marine and the Games Workshop logo are regiotered trademeh: of Gamers 


Spwce Halk, DeathWing, Geuesteater, Astentt Cannon and Lightning Claw “age trade - 
Workshop Lid. FreeseTime fs a trademert of Electronic Arti. Soreen thots art/rem 
Jered trademert of laternational Auriness Machines, Saftware « Dr 


Games Workshop Lid. Use er eens By Nick Wihow : 


| 


fr# 


NTQH HOVdS 


#43 : Space Hulk 


£34.99 - ELECTRONIC ARTS - IN-HOUSE - 1993 - 1 PLAYER - 3 DISKS (1MB) [M | V ] 
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Based on Games Workshop's 1989 board game Space Hulk. Electronic Arts breaks 
the mould of Gremlin Graphics’ earlier efforts, Space Crusade and HeroQuest, 
by offering a real-time tactical squad based first-person shooter this time round. 


Propelled by a soundtrack that sounds like it's been crafted from fragments of a 
Jean-Michelle Jarre drug-fuelled psychosis and is coupled with a dark brutalistic 
graphical style. Space Hulk embellishes its obvious Aliens franchise influences 


with its own unique imperialistic dystopian future. Where you must keep 
humanity safe by attempting to purge the universe of alien filth, with your 
genetically enhanced Terminator marines. 


After some great animated intro screens, the player can choose between the Let it burn baby! The game can 
training missions, individual Space Hulk missions or the Death-Wing story mode. quickly wipe out your entire squad 
After selecting what mission type you want to play, you are then taken to anin- against the Genestealers, if you aren’t 
depth briefing where the commander lays down the objectives and shows youa quick enough. 

map of the area, detailing objects of interest. 


The main game takes place on 2 screens: Screen | is like the scene in Aliens 
where Gorman attempts to guide the Marines into the atmosphere processor. You 
have 5 screens representing each of your Terminators field of view. Here you 
can actively interact with your Terminators, moving them, firing weapons and 
operating doors. Screen 2 is where you can command multiple Terminators in a 
more tactical map environment. Plotting multiple moves in advance as you 
attempt to complete your objectives. 


The real difficulty lies in managing your Freeze Time, which enables you to 

pause the action for a limited time. During this pause you must formulate a plan The fantastic intro artwork, really set 
for the mission, split it into phases if necessary, then plot your moves accurately. the scene for Space Hulk and going to 
After you press the Go button to start the action, you must carefully monitor these derelict crafts, to rid them of 
your Terminators in the first-person view screen to react to any enemies and these alien, Chaos worshipping scum. 
make sure you've not made a mistake, handing your enemy the initiative. 


“An open mind is like a fortress with its gates unbarred and unguarded.” 
RETRORIC 
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WHAT WE THINK? 


Ps 


DRISKY SAYS: 


I have always wanted to love Space Hulk, and it definitely is a great 
game. The trouble is I am never a fan of real-time strategy games (even 
ones like this that pauses) with it stressing me out. Still it is uneniably 
a solid, atmospheric game, that perfectly encapulates the Games 
Workshop Warhammer 40K board game and world it is portraying. 


Definitely a recommend from me, athough not one I tend to go back to 
personally. 


RETRORIC 
First entry in our top 50 that really scratched my “Alewiens” itch! 


Right from the off the unsettling soundtrack and menacing animations 
of Terminators killing and being killed, really got my adrenaline going. 
I remember it taking me a while to understand the controls as I didn't 
have the manual back in the day *ahem*. I did just ignore the map 
screen at first as I found it confusing, and this often led me to wander 
aimlessly around in first-person mode with no reference as to what I 
was meant to be doing. Getting wiped out rather quickly! 


Eventually I experimented with the map screen and the game blew wide 
open. I just couldn't get enough, meticulously plotting plans in freeze 
mode, then after or even during commands being performed, finding out 
you've left a hole and then a massacre ensues. Sometimes you could 
consolidate by plugging the hole and limping onto victory. Other times 
it was just a lost cause as you desperately attempted to nurse your last 
couple of Terminators through the tight network of corridors. 


Brilliant game that I still love to play til this day. 


KINGY SAYS: 


Although I prefer fantasy over sci-fi, I was lucky enough to play Hero 
Quest, Space Crusade and Space Hulk board games back in the 80s when 
they were all the rage, and I loved the complexity of playing a 
cooperative board game with my mates. It was short-lived, and my mates 
moved on to other things, but I was left with a lingering taste for more 
of this. The Amiga adaption was perfect for this; you didn't need to 
hound your friends to play it. Yes, it changes things around, and the 
offered real-time environment is a different take on the egg timer you 
had to use with the original board game. The Amiga was made for games 
like this. 


WHAT THEY THOUGHT 
‘The balance between guns- 


fr# 


i=] ‘Mummy, I'm frightened! The other day I was playing Space Hulk 
a) [nour tiny games room. All the lights were on, from the office could blazing action and cunning 
hear the merry sound of Simon and Matt arguing over who's best 


(again), yet the game still managed to scare the pants off me - Strategy has been calculated 
which wasn't a pretty sight, I can tell you. 


to perfection, ensuring that 
I’ve never known a game that’s as successful as Space Hulk at 
generating this level of genuinely sweaty, tense atmosphere and it K) near impossible to 
delivering such effective frights and scares - the game should come . 
with an’18’ certificate! I’d challenge even the hardest player not complete even the simplest 


to feel a rumbling in their undies when they first see a swarm of 


Genestealers charging down the corridor towards them. mission, without having to 


NTQH 4OVdS 


Space Hulk Is brilliant! It’s undoubtedly the most successful board- US€ both your brain and your 
game-to-computer conversion ever, mainly because all the painful ‘ : 
board-game trappings (turns, dice rolls etc) have been dispensed trigger finger at some point. : 
within favour of the brilliantly-devised 'freeze Time’ system, which 

is far better suited to a computer and yet still retains the structure = One Amiga 

and rules of he original board game. 


The balance between guns-blazing action and cunning strategy has _ | 


been calculated to perfection, ensuring that it's near impossible to 
complete even the simplest mission, without having to use both your 
brain and your trigger finger at some point. The only negative I 
would make Is that some of the missions are very tough but don't 
let that put you off - Space Hulk Is an incredible experience that 
you've just got to be a part of.’ 


be Se | 

attack you 141 
mercilessly, taking your squad out in 

‘Tt is very hard to sit down and review a game Ike this, because seconds, if you don’t plan. 

there are so few pants of comparison with other games. I could try 


91% - The One Amiga - Issue 61 - Oct 1993 - David Upchurch 


to compare it with Space Crusade, but this has a lot more action 
) than that, I could try and compare it to Dungeon Master, but there's 
much more strategy All I can say is hang the comparisons, and 


© rush out to buy it as soon as it hits the shelves Unless. of course. 
you have a weak heart. no head for fear or value your social life 


too much.’ 


87% - CU Amiga - Oct 1993 - Tony Dillon 


For the Emperor! The Terminator 
oS la Space Marines is the most protected 
ch soldiers in the Imperium. 


The game can be frozen for a short 
period of time, to give instructions to 
your squad for their next moves. 


The game has awesome sombre graphics, that perfectly depict the 
feeling of the Warhammer 40K Universe. 


‘A futuristic Incredible Hulk sim? No! It's a computer version of 
Games Workshop's groovy board-game It’s the 40,000 century and 
man is fighting a battle against the alien Genestealers. These fiends 
travel in giant starships known as Space Hulks killing any humans 
they find. Mankind won't be beaten though. As commander of a 
group of up to five of the Emperor's Terminators it's your job to 
lead them inside alien dreadnoughts and complete 50 missions, 
these vary from blasting Genestealers to collecting artefacts. 


We’re on the express elevator to You choose a choice of weapons is available depending on what 
Hell... Going down. type of mission is selected. For instance a flamethrower would be 
useful for destroying alien nesting sites while the powerful assault 
cannon is handy for destroying anything which gets in the way. 
Action is in real time with a freeze' option However, to stop overuse, 
freeze time quickly runs out and is replenished by playing in real 
time This computer version of Space Hulk is better than its board- 
game equivalent After all its hard to feel threatened by a plastic 
figure charging down a cardboard tunnel isn't? 


Space Hulk is scary. An unbelievably tense atmosphere is created 


by detailed graphics with terrifying realistic aliens, excellent sound 


They might not be able to hear FX (particularly the aliens' roar), but especially through engrossing 
you scream in Space, but with the game-play thanks to trappings like dice rolling being removed. 
scare factor up to 11 in Space Combine this with the best elements of shoot-'em-ups and arcade 
Hulk, they will certainly smell you. adventures to create a game you simply must have Just don't play 


it alone.’ 
87% - C+VG - Issue 14 - Dec 1993 - Ric Skews 


‘The main problem with Space Hulk is that it really is difficult. The 
Genestealers move quicker than Sooty would do if Harry Corbett’s 
142 hand was cryogenic-ally frozen. This makes for long periods of 
depression and desperation, until you master bow to defeat them 


effectively. 


Over, Man! Game Over! ss Far worse though, is the amount of disk accessing you have to go 
through and the fact that the program isn't hard-drive install-able. 
You might think I'm being pedantic, but after the seventh mission 
failure it starts to grate a little. You've spent a total of 45 seconds 
getting annihilated and 35 minutes disk swapping to the sound of 
something off Scooby Doo. This aside though, once you've mastered 
the control you'll really get into Space Hulk and find it addictively 
challenging for a long while.’ 


85% - Amiga Computing - Issue 65 - Xmas 1993 - Simon Clays 
The game is fantastic at building up 
tension in the game. Even in early 
missions, its brown trouser time. 


‘Space Hulk will undoubtedly be loved by the some sort of people 
§ who ore into the original Worhammer 40,000 stuff: It requires 
attention to detail, planning and a good deal of tactics interspersed 
i with snatches of fast reflexes. Switching in and out of real-time 
§ gives the game a very stop-go feeling. The mix of arcade and strategy 
might annoy purists from each school, but the mix works reasonably 


well. Only occasionally do you die for no better reason than you 
were too slow with the mouse. There is a great sense of urgency as 
you watch the Genestealers close in on your position. It can be 
frustratingly difficult, entire teams wiped out time-after-time as you 
try to get the hang of a mission. If you long for on alter-ego crackling 
with testosterone and want to toke jaunts into the bowels of huge 


ruined space ships hunting and being hunted by vicious alien 
Genestealers are fast and vicious, I life-forms then, err, you're probably a bit weird, actually Space 
would love to see a Xenomorph Vs Hulk should be right up your street as long as long as you can hock 
Genestealer match. the skirmish war-gaming elements and ore patient enough to get 
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into it Suck this alien scum.’ 


77% - Amiga Format - Issue 52 - Nov 1993 - Rob Mead 
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An immense derelict spacecraft drifts through the void 

Within its dark labyrinthine depths, terror waits in the 
form of thousands upon thousands of Genestealers ™ 
Lightning fast, sixarmed, insectoid beasts from hell 

At your command are a select few Imperial Space 
Marines® who shall know no fear 


IN “SPACE HULK” EVERYONE WILL 
HEAR YOU SCREAM! 


Suddenly the screen explodes and a Genestealer screeches 
towards you in frighteningly fast 3D action, to the accompani- 
ment of an ear-splitting blast from your Assault Cannon™ 

Control the cold tremor of terror that will be running 
through your every vein, and meticulously plan each move as if 
it were your last 


CTRONIC ARTS® 


For further information, ask your 


r or call Electronic Arts on 0753 672116 


Electronic Arts, 90 He rive, Langley. Berks, SL3 8XP 


‘Space Hulk takes a lot of elements from other sources, but still 
retains its own identity. Once you're into it, you're hooked, but you 


may find yourself losing interest just as quickly.’ 


76% - Amiga Power - Issue 31 - Nov 1993 - Tim Tucker 


‘Space Hulk has all the trappings of a great game, but seems 
dramatically under-play-tested There are a number of ways it could 
be improved You could control less troops. make them more resilient 
to enemy attack, slow down the Genestealers or even do away with 


the real-time approach all together. As it stands, though. it's a lot 

of frustration and disk-swapping for very little reward.’ 

The board game, is very involving, 
41% - Amiga Force - Issue 13 - Xmas 1993 - Ian Osborne with lots of models and parts. Not 

to mention loads of rules to learn. 


[Other Reviews: S: 92%, AD: 91%, AS: 90%, 
AA: 88%, AG: 83%, AMg: 8/10, ADU: 8.5/10, 
AUI: 76%, J: 44%, D: 4/5 R: O: 90%, 

CU: 88%, AF: 79%, AP: 78%] 


WHO MADE IT 


LL ! 
Richard Halliwell - Original Board Game Designer 


Richard co-created Warhammer table top, Space Hulk and 
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Dark Future. He sadly passed away in 2021. 


Nicholas Wilson - Designer & Programmer. 

He’s worked on such titles as Deep Strike (Spectrum, 
C64, CPC), The Train Escape To Normandy (Spectrum, 
CPC), Imperium (Amiga, ST), Strike Fleet (Amiga, ST) 
and the sequel to Space Hulk called Space Hulk: 
Vengeance of the Blood Angels. 

Kevin Shrapnell - Design 

Mostly now on the production side. Kevin has designed 
the following games: 

Storm, Combat Zone on Spectrum, C64 & CPC. The two 
Space Hulk games, Harry Potter and the Half Blood 
Prince (DS) and Deathly Hallows Part Two (Xbox 360). 


Andy Jones - Artist & Designer 

has worked on other Warhammer video games such as: 
Space Hulk: Vengeance of the Blood 
Angels,Warhammer: Shadow of the Horned Rat and 
Final Liberation: Warhammer Epic 40,000. 


Jason A S Whitely - Music & SFX 

Did the original tune for Strike Fleet and has ported the Tim White- Artist 

music of Road Rash, Desert Strike. also did the art and design for the game 
X-Com Apocalypse. 


Additional art by: 
Mark K Jones 
Jon Law 
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Pit your magical powers against an equal but opposite mystical force. Use your sorcery and fighting skills to battle 
through six graphically - excellent levels, each infested with hordes of beautifully-animated conjured-up creatures 


Pick up potions and spells to help your valiant struggle to find the secret of Cosmic Strength 


Experience four layers of incredibly-smooth parallax scrolling, animated backdrops, a massive play area, hundreds of 
on-screen colours, unbelievable gameplay and an exorbitant sound track all expertly mixed together and skilfully cast to 
bring you a spellbinding brew of computer gaming action 


Experience Agony with no pain! 


Mesurez vos pouvoirs magiques contre une force mystique adverse et d'égale puissance, en mettant la sorcellerie au 
service de votre esprit de combativité pour franchir les six niveaux d'une extraordinaire qualité graphique, tous infestés 
de vérilables hordes de créatures imaginaires superbement animées 

Potions et formules magiques vous aideront dans votre vaillante lutte pour percer le secret de la Force Cosmique 


Faites lexpérience des quatre couches de défilement parallactique incroyablement lisse, des arriére-plans animés, de 
immense zone de jeu, Ges centaines de couleurs, d'un incroy: scénario et d'une fabuleuse animation sonore, qui 
ont 6té soigneusement dosés pour vous offrir un fascinant jeu informatique. 


Agony: Une expérience sans douleur! instructions en Francais 


Messen Sie thre magischen Krafte an einer gleichen, doch onn ee mystischen Macht. Benutzen Sie 
Zauberei und Kampigeschick, um sich durch sechs grafisch exzellente Niveaus hindurchzuschiagen, jede von ihnen 
voligepackt mit Horden wundervoll bewegter, magisch heraufbeschworener Kreaturen. 

Sammein Sie Tranke und Zauberspriiche, die Ihnen bei Ihrem heroischen Streben nach dem Geheimnis der 
Kosmischen Starke helten 

Erieben Sie vier Ebenen ungiaublich weichen parallaxen Rollens, Zeichentrickhintergrande, gine massives Spielzone, 
Hunderte von Bildschirmiarben, ein ungiaubliches Spiel und einen exorbitanten Soundtrack, alles fachmannisch gemixt 
und sorgtaltig geschnitten, um Ihnen einen faszinierenden Cocktail von Computerspiel-Action ins Haus zu bringen 


Erleben Sie Agonie ohne Schmerz! Mit Deutscher anietung 


Prova i tuoi poteri magici contro una forza mistica uguale ma opposta. Usa le tue str rie e le tue abilita per — 
combattere per sei livelli di eccellente grafica. ognuno infestato da orde di creature mente animate, che ti 
appariranno come dal nulla 

Raccogli pozioni e incantesimi per aiutarti nella tua coraggiosa lotta per trovare il segreto della Forza Cosmica 
Esperimenta quattro livelli di scrolling a parallasse di una facilita inaudita, con sfondi animati, un'area di gioco enorme, 
centinaia di colori su schermo, un gioco incredibile @ un sonoro assolutamente troppo, il tutto mescolato con grande 
Sapienza @ abilmente realizzato per portarti una mistura avvincente di gioco per Computer tutio azione. 

Prova l'Agonia senza soffrire! y Instruzione in italano 


Psygnosis and Agony™ are trademarks of Psygnosis Limited. 
Unauthorised copying, hiring, lending, public performance and broadcasting of this garne is strictly prohibited 
Amiga Screen Shots © Psygnosis 1992. All nghts reserved. 
MANUFACTURED IN THE UNITED KINGDOM 
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#42 : Agony 


£25.99 - PSYGNOSIS - ART & MAGIC - 1992 - 1 PLAYER - 3 DISKS [M | V ] 


You are Alestes in his distance-devouring form of a mystical owl, 
and as such you must battle your way across six beautifully 
animated but deadly dangerous levels. This game is truly a piece 
of art and simply wowed back in the day (even today it still 
impresses). If truth be told the gameplay isn't up to the same 
quality, although not terrible by any means. Its just a shame Art 
& Magic didn't do a sequel where more time was spent on the 
gameplay mechanics and adding depth to the game and so making 
this a true classic. It is also a shame that Belgium based Art & 
Magic and the talented people involved only did two games for 
the Amiga (first one being Unreal (not the famous PC game on 
the Amiga before this). The graphic artists Franck Sauer (who 
went on to do the visually stunning PC game Outcast) and 

Marc Albine should particularly be commended for the beautiful 
graphics throughout the game (all done in Deluxe Paint 3), that 
still goes down as one of the most visually stunning shooters ever 
released. 


Originally called Twilight but renamed Agony so it would appear at the top of retailers lists being the letter A. On signing to Psygnosis 
they decided to switch to an owl as a main character, this was not imposed to them by Psygnosis, they were looking for a flying 
animal to match with the graphical design of the game, and when they signed with Psygnosis, they liked that company so much they 
thought the elegant beauty of an owl seemed a good fit. Incidentally there is a great website done by Franck himself that covers all 
about this game (and others) on http://francksauer.com). 


|_| WHAT WE THINK? 


AGONY 


SPSYGNOSS 1992 
AMIGA DISK 1 
EUROPE & AUSTRALASIA - PAL VERSION 


RETRORIC 


Never did play this back in the day, but came on my radar because of 
the little controversy surrounding the title track. A very prominent 
Norwegian Black Metal band, Dimmu Borgir, released their sophomore 
album Stormblast in 1996. Track 4 - Sorgens Kammer is an instrumental 
track performed by their then keyboard player ‘Stian Aarstad’, which 
ever so slightly plagiarised the title track of Agony. It's a great version 
to be fair, so even if black metal is not your bag but you love the Agony 
soundtrack, do check it out from their 1996 album, and nor the re-release 
1 4 8 which removes this track. 


As far as the game goes, I think its beautifully put together, but it suffers 
in the gameplay department much like many great looking shooters on 
the Amiga. Quite simplistic and is lacking impact in the shooting 
mechanics, doesn't quite feel like you're shooting things. Definitely a 
game I prefer for its aesthetics and music rather than its gameplay. 
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Pit your magical powers against an equal but opposite mystical force. 
Use your sorcery and fighting skills to battle through six graphically — 
excellent levels, each infested with hordes of beautifully-animat 
conjured-up creatures. 


Pick up potions and spells to help your valiant struggle to find the 
secret of Cosmic Strength. 


Experience four layers of incredibly-smooth parallax scrolling, 
animated backdrops, a massive play area, hundreds of on-screen 
colours, unbelievable gameplay and an exorbitant sound track all 
expertly mixed together and skilfully cast to bring you a spellbinding 
brew of computer gaming action. 


Experience Agony with no pain! 


SEEING IS BELIEVING 


Screen Shots from the Amiga version 


PSYGNOSIS 
FREEPOST 
LIVERPOOL L3 3AB 
UNITED KINGDOM 
Tel: 051-709 5755 
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WHAT THEY THOUGHT 


‘Raising the standard of in- 
game graphics to a new level. 
Agony illustrates that awe 
inspiring animation § sprites 
can be combined with a high 
degree of success." 


- Amiga Action 


The animation of Alestes the owl 
flying against gorgeous locales and 
stirring music really is the game’s 
highlight. 


In later levels, you get nods to the 
Shadow of the Beast games. It is a pity 
these more impressive enemies show 
later in the game. 


The alien moon, set against the 
fantasy mountains is a particular 
highlight. 


‘I really liked the dramatic, orchestral soundtrack, and the 
difficulty level seems to be pitched just right - you're hooked 
early on and left with an aching trigger finger. 


My only criticism is there is not a great deal of depth to the 
whole thing. Allinall, Agony 8 a luscious, painfully fab game, 
but perhaps the best thing about it is that you don t get a free 
Roger Dean T-Shirt. (Just joshing).’ 


87% - Zero - Issue 30 (April 1992) - Amaya Lopez 


‘Raising the standard of in-game graphics to a new level, 
Agony illustrates that awe-inspiring animation of sprites 
and background graphics can be combined to a high degree 
of success. While plenty of action takes place, there are 
times when gameplay borders on being too easy. It can 
be said that the last two stages make demands on every 
muscle in the game-player's fingers. Sound is effective but 
lacks the zing that would be expected of a game of this 
kind. Agony willbeappreciatedinvarying degrees by everyone, 
and therefore a space should be reserved for it in your 
software collection.’ 


86% - Amiga Action - Issue 29 (Feb 1992) 
- Alan Bunker 
‘The actual gameplay, whilst suitably frenetic isnt exactly 
original -perhaps Psygnosis were hoping that the unusual 
main sprite would disguise this? They also claim that 
priority has been given to playability and for once it’s no 
idle boast. Things start out easily but by the fourth 
or fifth level it’s serious mayhem on the screen - shoot ‘em 
up heaven, in fact, it’s a shame that auto-fire isn t available 
(because of the scrolling selection) but the action will soon 
have you ignoring the tired fingers. It seems that Psygnosis 
have finally got rid of the Beast-ghost and other ‘looks pretty- 
but-where s-the-game’ products. The screen shots will 
indicate the quality of the graphics, but thankfully there's 
more to Agony than that, with fast- moving playability putting 
itona level above the vast majority of similar games released 
on the Amiga. Perhaps not a classic, it should still be given 
shelf space by anyone devoted to blasting games.’ 
85% - CU Amiga - (Feb 1992) - Mat Regan 


‘LET’S GET THIS ONE THING STRAIGHT: Agony 
is a_ straightforward shoot ‘em up with no more 
gameplay than any other competent shoot ‘em up 
on the market, having said that though, it has 
got a few elements that make it stand out from 
your usual run-of-the-mill shoot-everything-you-see 
type of game. The first obvious thing is the graphics: 
Alestes is beautifully animated and the enemies 
are just as good in terms of appearance, although 
their animation isnt quite so_ slick. uxkdrops 
are colourful and scroll smoothly (keep your eyes 
peeled for the unicorn which gets struck by lighting), 
and the few layers of parallax gives it a_ nice 
sense of perspective. As for the gameplay, its 
what you expect from a shoot ‘em up you move 
up and down, dodging enemies and_ bullets, while 
frantically hammering your fire button to dispose 
of all creatures and toreleasebonuses. A technically 
brilliant game that serves the genre nicely.’ 


84% - The One Amiga - Issue 41 - 
(Feb 1992) - Jools Watsam 


‘Not the most demanding shoot-‘em-up ever, but 
relaxing and enjoyable enough to play that you'll 
stick with it even after you've finished it. As 
long as you turn down the volume. 

78% - Amiga Power- Issue 13 - May 1992 

- Stuart Campbell 


‘The baddies are not exactly worthy opponents, and 
the power-ups lack imagination. All in all, there is 
nothing that sets Agony apart from the million and 
one other games of this type. Average, very, very 
average.’ 

62% - Amiga Mania - June 1992 - Paul Rigby 


‘For no other reason other than plot, your 
character,Alestes, has been transformed into an owl. 
In order to prove your worthiness to succeed your 
wizardly mentor, you have to conquer six levels of 
horizontally-scrolling shoot-‘em-up action, although I 
use the word ‘action’ in the untrue sense of the word. 
The game's graphics are sumptuous enough and 
incredibly detailed, with animated parallax 
backgrounds and some beautiful sprite animation. No 
doubt the grand piano intro track is a work of art, but 
the crashy, staccato in-game music is, to be polite, a 
mistake. 


Sadly, there's even more bad news; the gameplay just 
isn t there. And I dont mean it isn t quite ‘there’, it 
actually doesn t exist. You keep your finger held down 
on the fire button, waggle the joystick around and 
occasionally cast a spell. There's no excitement, no 
addictive qualities what-so-ever and at the end of the 
day no game. You would have thought that Psygnosis 
had learned its lesson after Shadow of the Beast and 
Shadow of the Beast I, but no, all the ironically titled 
Agony seems to be is a £26 demo that looks like a 
peacock but plays like a stoat.’ 

60% - Amiga Format - Issue 35 - June 1992 


Other mags 
G: 93%, AM: 9/10, MZ: 88%, J: 81%, D: 80%, S: 
73%, 


Cheat 

On the title screen type FANTASY. The music will 
become louder to indicate you have activated the 
cheat mode. Now during the game you can press: 


F1 for a sword under your owl. 

F2 for a sword above your owl. 

F3 power up your firepower. 

Fe4 pressed three time for an extra life. 


You can do this as often as you like in the game. 


The level loading screens are simply 
gorgeous, being some of the best pixel art of 
all time. 


ANODV - Ch# 


15d 


ey, 


RGDS AMIGA TOP 50 GAMES 


ECTS (European Computer Trade Show) 
in London in 1991. Where Art & Magic 

team first looked for a publisher for their 
new game. 


Franck Sauer’s work-space in his 


parents basement in 1991. It was 
here using Deluxe Paint III on the 


pixel art on the machine. 


SEA, LEVEL BACK DROP 
- 4 } 
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Caer 


Franck sketched out all the levels. 
Working out what art would appear 
where. 


Amiga, he would create some of the best 


MAKING AGONY 


Art & Magic may have been founded in 1991, but a couple of Belgian school kids 
had been working on video games since 1985, when Franck Sauer first met Yves 
Grolet, when he moved to his school. They both has a passion for computer 
games and so under the development name Ordilogic (a play on the French word 
for computer ‘Ordinateur’). They had spent three years making their first game on 
the C64 called NO: Never Outside an impressive GUI based text adventure 
which released in 1988. 


Their next game on the C64 would be even more impressive called Iron Lord, a 
stunning RPG fantasy strategy game for Ubisoft, with arcade mini games thrown 
in that released in 1991. It was during this development they met Mark Albernet 
who also did the graphics and Yann Robert who had helped them with the game 
and became a permanent member of the team. Although they were making a name 
for themselves on the C64, they knew commercially it was time to move to the 
Commodore big brother the Amiga to continue to impress. They did this with the 
incredibly ambitious game called Unreal and released in 1990 and mixing in 
Rastan like scrolling 2D hack and Slash and pseudo 3D Space Harrier shooting 
sections where you flew a Dragon. 


For their next game, which they originally called Twilight originally (but became 
Agony) realising they would lose Yann to his mandatory military service and so 
left with just three team members they scaled back their plans for the next game 
to be a horizontal shooter. Yves had created an impressive game engine that 
allowed three full screen parallax scrolling, which was unheard of at the time, and 
gave an wonderful sense of depth. 


Now with this prototype, with an animated intro and some fantasy loading 
screens, these young lads needed to find a publisher. So with a flight ticket and 
their dreams, the trio set off to London for the 1991 European Computer Trade 
Show (ECTS). Here they met Psygnosis who impressed with the art and game 
engine, and after a meeting and showered with Psygnosis giveaways a deal with 
the boys to make the game. They were over the moon, with Psygnosis fantastic 
Roger Dean artwork covers and high production costs, they were a perfect fit. 
Once the deal was signed , the team made a few changes as they developed the 
game. They first changed the name from Twilight to Agony, this was chosen as 
they wanted a name with the letter A, and so appear near the top on advert listings 
and store shelves.. 


They then in honour of Psygnosis, decided to use their logo of an owl as the main 
protagonist.The game was coming together, for music they turned to Netherlands 
music maestro Jeroen Tel. He was a legend on the C64 who had done music 
demos under the name JT/Scoop and then music group Maniacs of Noise. Such 
notoriety had led him to countless games on the C64 from Hawkeye, Golden Axe 
and games like Flimbo Quest and Viz on the Amiga. So they tasked him with a 
rousing orchestral in game music to accompany the game. But in addition to 
Jeroen, they were also able to use Psygnosis in game talent and so had asked 
music legend Tim Wright who had already wowed the world with his Shadow of 
the Beast 2 and Lemmings music, 


The game was starting to take shape, but was not 
without its difficulties, with so many steps in making 
the art. You see, to pull off so many parallax scrolling 
layers in the game, Franck had to do the back layer in 
only black and transparent (1-Bit) and then Yves based 
on his instruction put a copper overlay (to give a 
system generated gradient of colour). 


Then in the middle layer Franck only had three colours 
to work with, with the other colour being transparent 
(2-Bit). To disguise the lack of colours used, Franck 
had then asked Yves to run copper routines at every 32 
pixel block to give the appearance of more colours. 

As it was only 2-Bit and took up only a little memory, 
this layer they would also animate, to give crashing 


waves or rickety bridges blowing in a storm. 


Then there was the front layer, this was more detailed 
in 8 colours (3-Bit), with 7 colours usable and 1 for 
transparency. But | of those colours had to be kept for 
the enemies and so really he only had 6 colours to use. 
Finally was the hardware layer, where effects such as 
rain and wind could be displayed. This was also the 
layer that managed the game’s bullets. Such attention 
and complexity made a beautiful game, but took time 
and considerable effort, and so the game took longer 
than hoped. 


Every level is distinct and beautiful and fully animated. I 
just wish the same care was taken on the enemies and 
bullet patterns. 


ANODV - Cr# 
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Dircvicw 45 . 2S This delay meant they ran into Yves Grolet having to do his military 


service at the end of the project and also Psygnosis had given the 
bad news that the animated intro Marc Albinet had worked so 
tirelessly on, had to be dropped, due to Agony now being on three 
floppy disks and Psygnosis couldn’t commercially stretch to a fourth 
for the intro. 


Sadly by 1992, the Amiga fraught with piracy and no longer the 
powerhouse machine had limited success commercially, although 
has rightly become a cult classic and well beloved of Amiga gamers 
today. 


After Agony the team looked to do arcade games, building their own 
arcade board. Their first planned game was called Spellsinger, 
a lavishly detailed scrolling beat ‘em up in the vain of Golden Axe. 
Sadly such an ambitious game for such a small team, with limited 
funds took its toll, and so when they realised they were only eight 
months from bankruptcy. They sadly had to cancel the game, to make 
an arcade game that would take less development time. 


That game was Ultimate Tennis, an average tennis game, but as 
always looked gorgeous, sadly by 1994 arcades were also on the 
decline. Still, despite this, in Japan and mainland Europe, the team 


had some success, that led to the wider team to make a couple 
The arcade game Spellsinger, was more arcade games were also released in 1994 by the now bigger 
sadly cancelled due to time team with Franck working on the art. In 1994 there was Stone Ball 
constraints. [V]| a fun caveman football game, Cheese 


ge at FT) Chase, an overhead maze game and 


=i “5 Western Shooting. 
re a 4 7: 


| Money was tight at Art & Magic and it 
showed with these last two games only having 
three months to make and diminishing success 


Cheese Chase in an arcade market turning now to full 3D 
(1994) is overhead games. 
maze game. [V| 


The core of Art & Magic therefore left and 
founded Appeal, spurred by their work on 
voxel technology. This resulted eventually in 
the gaming classic Outcast (1999) and 
No Respect (1997) a cyber-sled arcade 
shooter acting as a stop gap as they worked 


Ultimate Tennis was released in the 
arcades in 1994, sadly as the arcades was 
starting to decline again. [V] 


on the incredibly ambitious Outcast and 
Western Shooting successful game. Sadly though after some 
(1994) isa cancelled games such as Outcast II and Tintin 
rudimentary light games, Appeal went bankrupt in 2002 and the 
gun shooter. Sadly team sadly went their separate ways. 
the game isn’t 
emulated. [V] 


Outcast (1999) is amazing and 
Stone Ball (1994) is a fun arcade game No Respect (1997) ambitious sci-fi classic. [V] 
of caveman football. |V]| is a really good 
arcade shooter 


on the PC. [V] 


Yes Grolet 


Franck 
Sauer 


Jeroen Tel 


Tim Wright 


Yann 
Robert 
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Paygnoes 1963. All rights reserved 
Manutactured in the United Kingdom 
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#41: Walker 


£29.99 - PSYGNOSIS - DMA DESIGN - 1993 - 1 PLAYER - 2 DISKS (OCS/ECS 1MB) [ M | V 


A right to left horizontal shooter by the legendary DMA Design (of ee 


Lemmings fame) where the player controls a futuristic mech across 4 
levels set in different time periods (1944 Berlin, 2019 Los Angeles, 
contemporary Middle East, and 2420 Earth during "The Great War"). 


The game opens with great atmospheric music by Raymond Usher (no 
not the famous rapper), and has a great title animation of a nighttime 
Edinburgh street, viewed from the cockpit of the mech you control in 
the game. Some poor sod stumbles ‘innocently’ out of a side street 
drinking establishment and is then mercilessly blown away by you in 


the mech. 


The player controls the mech using a combination of the mouse and 
arrow keys on the keyboard. The arrow keys move the mech on the y- 
axis, moving towards and away from enemies; composed of single 
humans, artillery, trucks, tanks, planes, trains, Hindenburg sized 
airships, even V2 Rockets, and that's just on level 1! 


Players control their aim with the mouse and operate the temperature 
sensitive machines guns with the left mouse button. If the temperature 
gauge reaches maximum, you then have to wait the full cool-down 
timer before you can fire again. This means you must manage the 
temperature of the guns so you can keep firing efficiently. You also 
have the ability to lock-on to enemies using the right mouse button, 
which is really helpful for maintaining pressure on fast moving or hard 
to hit enemies. RETRORIC 


&) WHAT WE THINK? 


WALKER 


DISK! 


DRISKY SAYS: 1993 PSYGNOSIS 


The fun of controlling a giant battletech leviathan titan. Killing and 
causing destruction and mayhem to all around you, was incredibly 
satisfying as a kid, and it still is today. 


Back in the day we would take turns, having one friend be the pilot, 
walking backwards and forwards and the other as the gunner, moving 
the mouse to blow everything up, cursing as the gun would overheat, 
stopping our continued wanton destruction. Playing today, is still a lot 
of fun, and despite it getting repetitive, for small bursts, it’s a huge 
amount of fun. 


RETRORIC 


Walker was the first time I can remember using the mouse and keyboard 


in such a way that I continue to use the arrow keys for first person shooters 
to this day, WASD is not in my lexicon. 


It is a brutally hard Amiga game, like many shooters on the system. The 
enemies can at times feel a bit like bullet sponges, which usually puts me 
off traditional Space shooters, but the uniqueness of Walker helps me see 
past this today. I remember just being enamoured with the graphics and 
sound, it has a great quality about it that just drew me in back in the day. 


1 Re) S Today though, the game has a feeling of an unfinished product. Almost 
like the development hell and redesigns it went through, caused it to be 
released before it was ready. The lack of additional weapons or power-ups 
really gives the experience a bare bones feeling. Also only being able to 
walk back and forth and not up and down really hinders what could have 
been a more dynamic game. 


Great game for the most part, I still go back and fire this one up from 
time to time. 


KINGY SAYS: 


I never really took to Walker as others did—I'm not really into 
controlling a game on two fronts. You had to "Operation Wolf" it 
with the mouse to destroy the onslaught of enemies coming towards 
you and, at the same time, control a wannabe ED-209 in his stomping 
attack. It just felt a bit dull, and the gloomy visuals exacerbated this 
mood. If I were to play a game where it was "giant vs. the mini-folk", 
then it would have to be Rampage. 
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WHAT THEY THOUGHT 


‘It’s so outrageously violent, Walker should prove Irresistible to 
one and all. Delightful. detailed and immensely bloody graphics, 
enjoy the benefit of heart-stopping sound effects. Destined to be a 


<= game never to rest far from your disk drive, you'll be psychotically 


in love with this title from the start - and it also fakes a few well 
aimed shots at the all-time classic, Project-X. Let Walker stomp 
into your life and you'll never feel downtrodden again.’ 


89% - Amiga Action - Issue 43 - April 1993 - Alan Bunker 


‘Developers DMA have managed to combine the best elements of 
several games in coming up with Walker - tough, fun, addictive and 
original shoot- em-up that oozes quality and spews out action like 
there s no tome row. Power-ups would have been nice and a pause 
option wouldn't have gone amiss, but this is a great release from 
Psygnosis - a real tension reliever.’ 


87% - Amiga Computing - Issue 59 - April 1993 - Paul Roundell 


‘Its got no power-ups, no smart bombs, no extra bonus levels, but 
I lust can't get enough of it. I've never seen things explode so 
credibly or soldiers die so needlessly and gratuitously. Okay, so 
the game-play's simple and repetitive, but it's yet to lose Its appeal, 
and I've been playing various versions of this for months now. 
What's here is flawless, but what stops it getting 90-odd is its 
one dimension-ness, shortness and expensiveness.’ 


85% - Amiga Power - Issue 24 - April 1993 - Mark Winstanley 


‘All in all. Walker is a more-than-competent blaster with a novel 
a control system and some fast and frantic gameplay. A few tricks 
_ have been missed that could have dramatically improved the game. 
but you're still left with one of the best shoot 'em ups we’ve seen 
in a long. long time.’ 


82% - CU Amiga - March 1993 - Dan Slingsby 


‘On the cosmetic side. Walker is superb. The fluid animation of the 
-) main Walker character is matched by the six or seven-level parallax 
scrolling backgrounds, which are done with such subtlety that it 
takes a while before you even notice, them! The sound effects are 
4 even better, with lot of attention (and memory) given to getting the 
§ sounds right. For example, if you shoot a tank. then it explodes 
with 4 sub-sonic booming sample. and then if you keep shooting 
the wreckage. bits of shrapnel fall to the ground with a satisfying 
‘clank' There are more to describe, if only we had the space. 


OK. to keep it short. Walker is the most adrenaline-pumping. hype- 
inducing. testosterone-filled blast you're likely to see on the Amiga. 


Check that. on anything. Take a look. or forever hold your peace.’ 


81% - Amiga Format - Issue 46 - May 1993 - Andy Nuttall 


‘Walker is the most 
adrenaline-pumping. hype- 
inducing. testosterone-filled 
blast you're likely to see on 
the Amiga. Check that. on 
anything. Take a look. or 
forever hold your peace.’ 


- ‘Amiga Format 
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Shooting the little people never gets 
old. Does that make me a bad 
person? 


102770 


It go Boom! Level two is more of 
the same, all out blasty action. 


135160 


[ 


Using the mouse to direct the gun 
and keyboard to walk the robot left 
or right, allows you to be fully in 
control of all the destruction.. 
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‘T'm sorry but I just don't like the look of the main sprite. With its 
silly claw-toed feet and beaky head, it looks more like a mechanical 


4 
i 
€ 
5 


chicken than a vicious killing machine. It simply isn't threatening 
enough. If I was some battle-scarred war veteran and I saw the 
ludicrous RoboCock stomping down the street towards me I'd 
probably be splitting my sides rather than wetting my pants. 


That minor (and totally personal) grumble out of the way, I have 


SET to admit that Walker is pretty good stuff and it's certainly the slickest 


shoot-'em-up the Amiga's seen for a long time. The animation is 


The bosses in the game are just excellent throughout, but then you'd expect nothing less from the 
bigger vehicles for you to people who created Lemmings, although you couldn't get a game 
machine gun. Just watch out more different in terms of style. 


overheating your gun. 

Immoral it may be, but pumping those tiny geezers full of lead and 
seeing them cartwheel into the air spraying blood is incredibly 
entertaining... for a while. Walker is really nothing more than a 
twist on those old ‘shooting gallery' coin-ops like Operation Wolf 
and Line Of Fire and as such shares their fundamental weakness, 
i.e. for all its short-term appeal endlessly zapping things does get 


boring. 
—_ s 
ony * ae But while Walker's unlikely to get you glued to your screen for more 
oun te nome DANGER PRS TOK than a couple of weeks after you've first bought it you're still likely 


LOCK OF F : ’ ip fi : : : 
to find yourself returning to it from time to time when you feel the 


Each level is another period of stress-relieving need for a bit of casual killing.’ 
history. But really apart from 
the graphics nothing really 81% - One Amiga - Issue 54 - March 1993 - David Upchurch 


changes in the gameplay. 


I can see a problem with long-term lastability. While the game is 
very enjoyable, there isn't really enough variation to keep seasoned 
arcade players happy for more than a few weeks. Also, I feel a few 
power-ups (such as missiles or lasers) would have done wonders, 
adding a lot more depth to the frenetic action. 


; Nevertheless, Walker is one of the most satisfying shoot-'em-ups 
LEE EEE oe PRN I've played in a long time. With excellent graphics (you should see 
the parallax), sound and violent gameplay, if it's a quality shoot-'em- 


The final level has futuristic space up you're looking for, you can't go far wrong with this.’ 
crafts and space marines running 
at you. Wow can you imagine a 73% - Amiga Force - Issue 5 - May 1993 - James Price 


Warhammer 40K licensed version. 
[Other Reviews: D: 77%, J: 72%, S: 60% 
CU: 84%, O: 82%] 
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The Nazis in the first level 
helpfully, slowly parachute in, 
making some fun target practice. 
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WHO MADE IT 


His first designed game was Super-bike Trans Began with doing the levels in Oh No! More 
AM (Spectrum) and then did the brilliant Lemmings and then after Walker he did the 
Amiga game Hired Guns. After Walker he graphics and level design for Lemmings 2. He 
programmed the game logic for Turok 1 and 2 then went on to do some art on the game Grand 
on the N64, South Park Luv Shack (N64), Theft Auto (PS1). 

Deus Ex Invisible War, Thief: Deadly 

Shadow and Konductra (DS). 


She began with doing the levels in Oh No! More 
Lemmings and then after Walker she did the 
This was his first game. He then has gone on graphics and level design for Lemmings 2. She 


to an illustrious career, creating Zero The then did art on games such as Grand Theft Auto 
Kamikaze Squirrel (SNES, Mega Drive), (PS1). Body Harvest (N64), Wild Metal Country 
Batman Forever (SNES, Arcade), Iggy’s (PC), Crackdown (Xbox 360), Star Wars 

Reckin’ Ball (N64), South Park (N64), Battlefront, 1-2, Mirrors Edge: Catalyst, 
Turok: Rage Wars (N64) and Turok: Battlefield V and Mass Effect: Legendary 
Evolution (GameCube). He then went on to Edition. 


work on Vexx, Stranglehold, Epic Mickey, 
Doom (2016) Torn (PS4). 


He went on to do the music on Lemmings 2, 
worked on the audio on all the Grand Theft 
Auto games 1-5, Body Harvest (N64), Space 
Station Silicon Valley (N64) and Tanktics. 
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£25.99 - IMAGE WORKS - VIVID IMAGE - 1991 - 1 PLAYER - 2 DISKS [M | V ] 
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Made by Raffaele Cecco (Exolon, Cybernoid I & II etc), this has you 
control a samurai going through different time periods to defeat the 
demon king. What was impressive with the game, was the amount of 
moves you were able to pull off on a single button joystick. Also along 
with the pretty visuals, was a full on sound assortment from hallelujahs 
and sound chord swipes. Whilst I am not as big a fan over this game 
as the others, it is undeniable that this is a polished and well put together 
game, worthy of your time. 


The game is visually stunning, but the overuse 
of intrusive sound effects throughout the game 
isn’t for everyone. 


It is such a beautiful game, with Cecco pulling off 

a myriad of graphical tricks to wow the game 

player. I do find the sound samples overused i 
though. 


| WHAT WE THINK? 


RETRORIC 


Another game I first saw on GamesMaster back in the day, although I 
can't pick out the particular season | episode right now. I remember 


thinking just how vivid and interesting it looked in the review. Eventually 
I grabbed it on the Amiga, but alas, I never did gel with it. I just didn't 
really understand what the hell was going on. I don't think I even got 
off level 1 to be honest and I don't remember going back to it after 
1 6 6 initially getting frustrated with it. 


Today I still don't have a clue. It's a very exploratory platformer with 
lots of secrets, items and power ups to collect. I think this is what threw 
me back in the day as I'm quite a goal orientated gamer, and like to see 
what needs to be done without too many cryptic level mechanics. I think 
First Samurai is just too chock full of surprises and meandering gameplay 
to hold my interest, but I do think its a very interesting game with very 
unique mechanics. Almost like a different take on Ninja Spirit which 
mixes shoot 'em up mechanics and platforming, all in a wonderful feudal 
Japan setting. 


I may try and play this again someday to see if I can crack it, because 
I really want to like this title. 
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‘From the moment First Samurai explodes onto your Amiga, you 
know that you're in for something very special. The graphics catch 
your eye immediately, and the sound complements the cosmetics 
perfectly. The Menial tunes are varied while the digitised chorus 
of Hallelujah and similar sounding voices are beyond adequate 
description. Most importantly though, the gameplay is first class 
with just the right blend of ingredients. It's seemingly impossible 
to find fault with what is quite obviously an outstanding 
programming achievement.’ 


94% - Amiga Action - Issue 28 - Jan 1992 - Peter Lee 


‘The first thing that hits you about the game though, even before 


= you get to the rather attractive gameplay. are the exceptionally 


gorgeous graphics. Ace backgrounds - they seem to have found 
about fifty more scan lines from some-where - an excellent intro 
taken straight from Japanese porcelain, and detail in the levels and 
characters, that matches anything else on the market. 


The sound is pretty fab as well. After the upbeat intro disk you come 
to the game and as soon as you make a move or hit something it 
becomes clear how super-duper it actually is. As you hit an 
opponent an orchestral stab is released, with the next hit producing 
one of a slightly higher pitch. This gives a succession of hits a 
really epic. Gillette TV advert effect, that realty drives you on to 


strike out, and be as effective as possible with your sword. 


And if you get to the treasure or food, a resounding sample from 
the Hallelujah Chorus results, giving a real sense of achievement. 
This does get marred by a rather naff tune that fades in if you dont 
do anything for a few seconds.Clearly a big incentive to keep 
moving. Speech plays a part as well, if the hero loses his sword 
because of a lack of mystical energy he will cry 'Oh not My Sword' 
in a very Bruce Lee manner, that befits the atmosphere. 


All of these aspects combine to make it highly addictive. An early 
demo was played to death by the advertising staff here, and its well 
worth £26 of anyone s money. Especially if it’s somebody else s. 
It's style is far more frantic and action based than that of its main 
Christmas opponent from Psygnosis. whose emphasis is more on 
exploration and accuracy with movement, than violence. That 
considered. it is probably the best scrolling beat- em-up to appear 
on the Amiga - so far. 

94% - Amiga Computing- Issue 44 - Jan 1992 

- Jonathan Maddock 


‘A breath of fresh air brought to a tired genre - one day all games 
will be written this way - then again, hell might freeze over first. 
A brilliant game, and an object lesson to programmers everywhere 
in-yes-How To Do It Properly.’ 


‘From the moment First 
Samurai explodes onto your 
Amiga, you know that you're 


in for something very 


special.’ 


TS ffesllaa 
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- Amiga Action 


The title track music by Michael 
Davis, is a real highlight. 


Your magic sword, can leave your 
enemies without a leg to stand on. 


ere 
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Puzzles come in he form of pick-ups 
that can be used to progress in the 
game. 
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-y ‘First Samurai reinvents the beat-em-up genre, by adding deeper 
gameplay. but retaining that tense face-to-face fight feel. It looks 
stunning, sounds intriguing, plays fair and pushes your stick control 
to the limits. You want to get to the end. and you have every chance 
of getting there, eventually. Laden with subtle gameplay tricks and 
stunning effects, it's everything an Amiga game should be - and 
more besides. Hallelujah!’ 
91% - Amiga Format - Issue 29 - Dec 1991 - Trenton Webb 


The artwork is incredibly detailed 
throughout, with a lot of neat 
graphical tricks and parallax 
going on that really makes this 
game shine. 


‘This Vivid Image epic is a breath of fresh air. The Last Ninja series 
of arcade adventures from System Three, look positively dated by 
comparison. A rarity amongst its breed, First Samurai is slash ‘em 
up with substance. Ah-TSOO-ee dehs! (it’s hot).’ 


91% - CU Amiga - Dec 1991 - Rik Haynes 


‘There's more to The First Samurai than meets the eye and ear. The 
game encourages replaying to get better scores. But it also makes 
life really easy on the player. Seamless disk techniques, allow play 
from one level to the next without having to wait ages for the pending 
screens to be loaded. Control has been made as natural as possible, 
me v48L70 which is reflected in the ease of mastery of every move. And from 
eed hg user-friendliness comes playability and addiction. Original and fun, 
Some of the level bosses are 
pretty cool, and shows off 

Cecco’s programming chops, on 90% - Amiga Mania - June 1992 - Ashley Cotter-Cairns 


the Amiga. 


This game is a sure hit.’ 


‘The first Samurai is not going to hold your attention longer than 
i 68 a strategy game. However, it may well do surprisingly well against 
the other arcade adventures in your collection, largely thanks to 
the blend of action and adventure. Neither side has been skimped 
on, so the play-er gets an immediately gratifying opportunity to 


crack some skulls, before being gently led into the adventuring side. 


The most serious criticism of Samurai, is that owing to the 


i} 4 occasionally less than gripping nature of the puzzles, and the size 
Your Master is killed by the Demon of the levels (some of which are H-U-G-E) the player may find 
King, so you must avenge your himself slightly frustrated by the amount of ground he has to cover, 
Masters death. while collecting the various nick-nacks necessary to leave the level.’ 


895/1000 - ACE - Issue 52 - Jan 1992 - Jim Douglas 


‘Raffaele Cecco (the man behind the Cybernoid and Stormlord 
games), dealt his ace card with this superlative trip into the future. 
Although the plot is of a standard breed (master killed by demon, 
pursuit through future to avenge his death etc) the game-play's as 
compulsive as it is enjoyable. 


As well as the large exploration and puzzle-solving elements, there's 


The Samurai waits patiently for 
his moment to attack. of a magical sword. Graphically, Samurai's top-notch, with a host 


* also a neat beat-'em-up sideline, enhanced further by the addition 


of enemies ranging from other martial artists to body-hugging leech- 
creatures somewhat reminiscent of the Face-Huggers from the Alien 
films. It's as action-packed as you can hope for, with never a dull 
moment. The icing on the cake is that you can pick it up with the 
brilliant Mega-lo-Mania in one package. Believe me, you'd be a 
fool to miss it.’ 


91% - Amiga Force - Issue 5 - May 1993 - James Price 
(Round up review of some of the best action games.) 
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; which is the instant playability. Although our young hero can 
perform a total of 25 different moves, almost all of them seem to 
be instinctive, needing no great feats of memory. At times it's almost 
as if the on-screen action is mirroring your joystick movements (as 
you curve the joystick across the top from left to right, your sword 
performs the same movement). Not many hack and slash games 


have been able to conjure up such a feeling of control. 


On top of that, you can hardly fault the presentation - there's so 
much detail in each of the sprites and the animations are far better 


than any other game of this type currently available. 


Is there anything negative to say about First Samurai? Well, doubts 
they are a-lingering over the lasting appeal. Although the 
background changes after every three or four levels, by level four 
things are becoming a wee bit repetitive in the playability 
department. Still it's only a minor niggle and not one that's going 
to affect the game as a whole. What is on offer is both very playable 
and very attractive and will appeal to almost every type of games 


player. An all-round winner.’ 


89% - The One Amiga - Issue 39 - Dec 1991 - Paul Presley 


‘Platform games are always an addictive challenge and my personal 
_ 5 favourite game style. First Samurai throws together platform, puzzle 
5) and beat-em-up genres excellently. The graphics arc absolutely 


and all the backgrounds look realistic enough to be appealing. The 
sonic department is where this game enters into a league of its 
own; loads of sampled musical notes for dying nasties and many 


humorous beeps and wails make up a stunning appearance. 


The main highlight though is when you open a chest or food basket, 
a choir voices its praise to you, signifying that you've done 
something good. However, there is a down point (gasp!), but not a 
big one. When you start playing, the difficulty level seems to have 
been set too high. This will put off a lot of people which is a shame 


because the game is so good to play. 


Image Works is on a high at the moment, what with Mega lo Manta 
and now this. Anyone who doesn't own a copy of this game will 
deserve to be locked up in a padded cell and the key thrown away. 
All in all, a game sitting on the edge of perfection' 

5/5 - Games-X - Issue 31 - Nov 1991 - Brian Sharp 


[Other Reviews: G: 95%, J: 94%, Z: 92% | 
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‘FIRST SAMURAI HAS A LOT of things in its favour, not least of 


The game has an impressive 
number of moves to pull off, 
especially as only a single button 
Joystick. 


Going all banzai on your ass! 
Hi-Yah! You’re chop suey! (OK I 
think you have been playing this 
game long enough -Ed) 


aes: ar} 
? 4S? 


Later in the game, you enter more 
contemporary time periods. 


233060 
a7 


At one point you take a relaxing 
train ride. 


i \} 
The Demon King descends fiom his 
Mountain Domain, = 


iS =, 


- OF# 


IVUYNWSVS LSUlda AHL 


169 


WHO MADE IT 


Raffaele Cecco - Designer and 
Programmer 

Legend of the industry, behind such 
amazing games as Exolon, 


) Cybernoid 1-2, Stormlord, 


Deliverance (Stormlord 2) and 


\ Street Racer. Then on PSI on 


programming he did Agent 
Armstrong and Invasion From 
Beyond and Galaga: Destination 
Earth. The final credited game he did 
is GrooveRider: Slot Car Thunder 
on PS2 & GameCube. 


Teoman Irmak - Graphics 

Starting his career with doing the 
graphics of Questprobe Spider-Man 
text adventure on the Spectrum. He 
also did the art on the Gremlin’s text 
adventure. He stayed with static art in 
more adventures such as Heroes of 
the Lance and culminating with the 
classic A Personal Nightmare. After 
First Samurai and its sequel Second 
Samurai, he ported the art of Cool 
Spot and Aladdin to the Amiga. He 


Nick Jones - Audio 


Stating with Amstrad CPC ports of the 
Wally Week games Herbert's Dummy 
Run and Three Weeks in Paradise. 
He then went on to co-make the game 
Frost Byte and the C64 programming 
ports of Cybernoid 1-2, Vixen, Beyond 
the Ice Palace, Stormlord 1-2, Dan 
Dare 3 and Smash TV. 


After First Samurai, Nick was the lead 
programmer and co-designer on games 
such as Alien 3, Earthworm Jim 1-2 
and part of the programming team 
behind the PS1 classic Skullmonkeys. 
Since then he worked on Flogian 
Brothers on the Dreamcast and pretty 
much all of the NBA 2K games. 


Michael Davis - Title Tune 


The fab title tune was done by Michael 
who also worked on Giddy 2: Heroes 
in an Egg Shell and Hyboria: Conan 
The Conqueror on the Amiga. 


then went on to do lots of poorly 
received games, such as Ninjabread 
Man, Anubis II and Myth Maker 
games to name a few. 


1i7¢ 


THE SEQUEL 


i 
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£29.99 - PSYGNOSIS - VIVID IMAGE - 1991 
- 1 PLAYER (S) - 3 DISKS (OCS/ECS 1MB) [ M | V 


The sequel improves on the original in almost every way, with better 
balance and twelve more varied levels to slash your way through. This 
time it also includes a simultaneous 2-Player mode, but the levels and game 
design isn’t conducive to it, so its a bit of disappointment. Also, whether 
you love or loathe it (Can you tell Drisky loathes the game - Ed) the overuse 
of sound samples still abounds. Although this time at least there is much 
better in game music to listen to now. The game-play difficulty curve, this 
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time is much better implemented. So making it more accessible to more 
gamers. Overall Second Samurai is a big improvement over the original 


game, but came too late in the Amiga's lifecycle, to make a bigger impact. 
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An evil force of monster machines has risen to conquer the Galaxy. One by one the peaceful races of the Galaxy 
have been attacked and enslaved by the Cyborg Monsters. No race has the strength to stand against the power of 
the Cyborgs. One lone rebel rises from within the ranks of the mechanised monsters 
Part dragon. part machine. the Cyborg Warrior fights back against the tyrant masters. The Galaxy has a Hero. 
Hope returns to the hearts of the people at the rise of the armoured champion they call "ST DRAGON". 
n this-reverse of the Saint George legend you must fly the Armoured Dragonship through five levels of non 
50 destruction. Choose between firebalis, bouncing bombs, ring lasers and turret weapons to blast your way 
hrougn the armoured pumas, mechanical cobras, gan cyborg bull and a host of other mutant machines,. But 
gmember fire power isnt everyining Your ship has an armoured tail. Use it well and you may just survive. 
The Sales Curve Ltd. 50 Lombard Road. London. SW11 3SU Tel: (071) 585 3308 
+990 The Sales Curve Ltd. Licensed from © 1989 Jaleco Ltd. Box design by Anistix (0705) 252125. 
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#39 ; Saint Dragon 


£24.99 - SALES CURVE - RANDOM ACCESS - 1990 - 1 PLAYER - 1 DISK [M|V]| 0 ] 173 
Sales Curve brought us many hidden arcade gems to the home 1P 0005200 

computers. They also ensured their devs were up-to-the-eyeballs in 
talent, to ensure the Amiga version was as close to the arcade original 
as technically possible. This is made by the same developers who ported 
the awesome Silkworm game and they have done their magic again. 


This is a little known arcade Jaleco shooter (well developed by NMK) 
and is clearly their answer to R-Type. It has a convoluted plot about 
a cyborg army conquering the Galaxy, and so as a lone warrior, you 
enter the ‘Cyborg Warrior’ a metallic armoured dragon shaped craft 
called ST Dragon and must take out the invading cyborg army. 


The game is rock hard, with one novel feature, being your tail is The devs have done an amazing job, in 
indestructible and so you can curl this around you as a shield as you capturing the look and feel of the original 
fight. It has awesome music and shiny visuals, and although it is less arcade game. 
frantic in the home ports, the game’s spirit and core, is all here to enjoy. 
iP 0031400 
Like the arcade original the game is less engaging when (or if -Ed) you 
reach the later levels, with the last level (like the arcade) being pretty 
naff (almost like the devs thought you’d never reach that far -Ed). 


All in all, another solid arcade conversion on the Amiga, that shows in 
the right hands, what the Amiga was capable of. 


The metallic cyborg creatures, such as this 
bull at the end of level 1, is particularly 
memorable. 


|_| WHAT WE THINK? 


SAK , m DRISKY SAYS: 
\a 


I will be honest I was really surprised this game was chosen above (what 
I consider) other superior shooters on the Amiga. (Don’t worry dear 
readers I will set the record straight at the end of the book on the games 
to try.) But it is undeniable that this is a really good arcade conversion, 
that is pretty much arcade perfect (albeit) with slower scrolling and 
slightly smaller play area. 


So if you love your shooters and looking for lesser known horizontal 
blasters to try, then give this game a whirl. Just expect a challenge. 


RETRORIC 


I feel this one is a bit too high up the list here. It looks identical to the 
Atari ST version but plays a bit smoother. It's a very serviceable 


conversion of Jaleco's arcade game, which is basically their take on the 
R-Type formula. Personally, the Amiga version of R-Type is a better 
conversion of a better game so I'm gonna have to put the blame on 
] 7 4 Frisky Drisky here as it seems he had this game high on his list. 
Listeners of the show know all too well about the Wardner debacle on 
episode 262 ‘The Best Game of 1987’ where both me and Garron agreed 
it deserved to be on the list, whilst Kingy and Drisky lambasted it. Like 
Germany after WW1, I got all the flack, whilst Garron managed to do 
a Switzerland. I expect the full wrath of the community to be brought 
to bear upon Drisky for this blasphemy! :D 


KINGY SAYS: 


For me, R-type and Forgotten Worlds were exemplars from the 8-bit 


period, and I felt when I moved on to the next era, these weren't games 
favoured by myself as I had already milked them for all their worth a 
few years earlier. The Saint Dragon experience was far more mediocre 
on the Spectrum, and | hadn't had a go at a satisfactory home version 
until I experienced it on the Amiga. I think it delivers a very 
applaudable version of an unsung game. It's not the greatest shooter 
on the Amiga, but I think it gets kicked down in the shadow of the 
aforementioned R-Type too often. Some Jaleco love from RGDS here. 
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‘I remember trying to get hold of a screen shot of this game to go 
with a preview a few issues back. At first we could only get hold 
of an arcade shot. "Don't worry," said someone at the Sales Curve, 
"the 16-bit screens look just like the arcade game." Yes and my cat 
can ride a bicycle. Well it looks as if I'll have to go out and buy a 
very small mountain bike because the screens are every bit as good 
as the arcade version and so's the rest of the game. 


I shouldn't have been all that surprised (about the game that is - 
most people would be surprised to see their moggy pedalling off to 
Tescos to buy the supper). After all a Jaleco arcade game converted 
by the team who did Silkworm was hardly likely to be a duffer. Each 
action-packed, colourful screen is crammed with large, beautifully 
animated sprites. The most impressive animation is on the dragon 
ship itself: 


The ship can twist and coil its tail around its head (or cockpit) to 
give protection from wherever the attack is being launched. Without 
skillful use of this flexible appendage you'll soon fall victim to death 
in one of its many forms. As well as all the other Silkworm 
trademarks, (you know, things like parallax scrolling, smooth 
scrolling, great sound etc.) Saint Dragon also uses DLS (Dynamic 
Loading System): rather than load a whole level in one go, the 
game only loads the next few screens. This not only does away with 
long, boring loading sections but also means that more code can 
be used on each screen and that means more colour, more sprites 
and much more action. 


Above all Saint Dragon is playable. Although the first level is 
(deliberately) fairly simple, the game gets more and more 
challenging and more addictive. This is one of the best shoot ‘em 


ups of the year. Possibly the best.’ 


91% - Zero - Issue 13 - Nov 1990 - Paul Lakin 


‘Saint Dragon joins that rare breed of shoot-em-up that has you 
grinding your teeth and pulling out your hair, but you keep on 


playing.’ 


89% - Your Amiga - Nov 1990 - Adrian Pumphrey 


‘The graphics and sound 
are of arcade quality, with 
superb sprites and back- 
drops backed up with 


seriously hard sound 


effects.’ - Amiga Format 


Se OY, N 

oe (= 
Graphics are detailed with lots of 
parallax to give a feeling of depth 
to levels. 


The metallic dragon craft looks 
pretty cool, and using the tail as 
a shield is really neat. 
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‘Playing St Dragon is something that should be second nature to 
any arcade goer. Shoot every-thing on sight and avoid the enemy 
and their bullets. What could be simpler? 


As you may have gathered, St Dragon doesn't offer anything new 
whatsoever. However, as a straightforward blaster, it's easily one 
of the most playable in its field. Even though it has only five levels, 
each is long and tough enough to tax even the most experienced 
player. It'll never be regard-ed as a classic game, but the amazing 
loading system will definitely go down in history.’ 


820/1000 - ACE - Issue 38 - Nov 1990 - Tony Dillon 


Level Two, is a jungle planet. It’s 
not as impressive visually as the 
opening level. 


= 
\ 


Level Three, thankfully looks a lot 
nicer. 


176 
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Survive long enough and the 
weapons upgrades get pretty 
punchy. 


The Level Three end of level 
boss, is a weird robotic witch 
like creature. 


Level Four, set on a starry sky 
backdrop, is pretty nice as well. 


a a Es 


But the end of level boss, is a bit 
underwhelming. 


Yes It’s a pity the other end of 
level bosses aren’t as cool as 
the cyborg bull on the first 
level. 


‘Many coin-op conversions are pale imitations of the originals, but 
Random Access have come up with the goods once again. Saint 
Dragon is almost exactly like the coin-op. 


The graphics and sound are of arcade quality, with superb sprites 
and back-drops backed up with seriously hard sound effects. The 
intro sequences have been shuffled a bit to reduce the "Hurry up 
and load! I want to play again" syndrome and the game flows along 
pretty slickly on the whole. 


Due to the nature of the arcade original, some may find the going 
a little too tough, but with some dedication (and a blister or two) 
it is possible to push through the game and get a great deal of 
enjoyment from this wonderfully accurate conversion.’ 


82% - Amiga Format - Issue 16 - Nov 1990 - Maff Evans 


‘The key to Saint Dragon's success land frustration), is the amount 
of action it packs onto the screen. There you are flying along, having 
a good whistle, when suddenly a dozen rampant robots leap out 
and start throwing missiles. Game Over. It's this combination of 
periods of bland target practice followed by intense activity that 
makes Saint Dragon a very uneven and, ultimately, a dissatisfying 
shoot 'em up. 


It contains some of the toughest and most unusual end-of -level 
aliens found in any blaster, but it's also got waves and waves of 
pathetic opponents who really shouldn't have bothered turning up. 
Apart from that, it's par for the course: unremarkable progressive 
weaponry, a few traps and some natty presentation, The graphics 
are very good, on the whole. the third level background is the best 
of an impressive bunch, and the sprite design and animation are 
well up to scratch, particularly on the dragon itself. 


The sound complements this. An unobtrusive tune plays as a 
background to decent sound effects, both capturing the quality of 
the arcade parent_ Perhaps if there were more than five levels, or 
more variety within those levels, Saint Dragon would be a more 
compelling shoot 'em up. Anyone who likes blasters full of surprises 
won't be disappointed.’ 


81% - The One - Issue 25 - Oct 1990 - Gordon Houghton 


‘As an arcade conversion, St Dragon scores very highly. The 
graphics are nigh on identical to the arcade with some totally 
terrific sprites and incredibly detailed backdrops. The sonics are 
great as well, with arcade-like tunes and some superlative spot 


effects. 


Random Access's amazing disk routines also mean that more game 
is being loaded in as you play it so you don't have to wait around 


for bothersome disk accessing, either! However, for some strange 


reason (not fully understood by scientists), St Dragon isn't the 
amazing arcade smash it should be. Maybe it's the slightly sluggish 
game-play. It could be the fact that the difficulty level is set a few 
notches too high. Don't get me wrong - St Dragon is a cool 
conversion - just don't expect the Earth, that's all.’ 


80% - C+VG - Issue 108 - Nov 1990 - Richard Leadbetter 


"hyo pisn,’ 


POT ACHED? 


‘The result is pretty as the night sky on November the Sth. And just 
as exciting. At least in the first two levels. The version I played 
was equipped with a cheat. allowing me to play all levels. To my 
mind, the quality of the graphics is markedly inferior on the last 
level. And the alien holocaust going on there is too hot to handle. 
Could anybody survive this? I doubt it. Its just too hard even with 
massive firepower.’ (* Hilariously, on the CU Amiga review, all 
the screenshots were not of the game, but instead another arcade 
game called Dragon Breed!! Way to go with your quality control 
and trust for your reviews...ha ha.) 


77% - CU Amiga - Issue 16 - Oct 1990 - Paul Boughton 


‘Virgin-Sales Curve's Silkworm still rates as one of the very best 
shoot ‘em ups available for the Amiga. so there were high 
expectations for Saint Dragon Would smooth scrolling and powerful 
special effects make a second appearance? Converted from the 
coin-op. Saint Dragon is a standard horizontally scrolling zapper 
in the mould of R-Type and co. One of the game's few new features 
is the main sprite. which takes the form of a swirling dragon. the 
tail of which can be draped in front of the head as a shield. Sadly. 
the quality programming of Silkworm has not been matched here. 
With a fairly empty screen, things move around smoothly enough, 
but once you pick up a few weapons and come across some of the 
bigger aliens, it all slows down and begins to jerk. This doesn't 
affect it to the extent of making the game unplayable. but holds it 
back none-the-less. ’ 


71% - AUI- Vol5 No 1- Jan 1991 - Tony Horgan 


‘T was - and still am - a great fan of The Sales Curve-s conversion 
of Silkworm, so bearing in mind their impressive conversion record, 
I had great hopes for Saint Dragon. These hopes were realised in 
several respects, but I still came away a little disappointed. 


Graphically, the game is fine, with most of the stuff from the coin- 
op somehow crammed in, but the actual scrolling was a little jerky 
and this detracted from the gameplay slightly. In addition, things 
did tend to slow down a little - but this was because there were so 
many large sprites on the screen at once, so is acceptable. All in 
all, a fine blast, but not as polished a conversion as I have come 
to expect from The Sales Curve.’ 


70% - Amiga Action - Issue 14 - Nov 1990 - Steve Merrett 
‘Knowing Sales Curve, Amiga Saint Dragon is probably a very 
close conversion, however it's questionable if their considerable 


talents should've been spent on such a derivative coin-op. 


The dragon looks like a snake, while the 'unique' tail sadly just 


trails along and can't be used to lash enemies as you might like. If 


you liked the coin-op, or simply can't get enough of horizontally 
scrolling shoot-'em-ups the slick Amiga conversion could well find 


favour. End-level monsters are impressive and there's certainly some 


nasty attack waves (level two is hair-tearingly tough), but I was 
never hooked.’ 


59% - Zzap! - Issue 72 - April 1991 - Stuart Wynne 


[Other Reviews: G: 92%, JK: 90%, J: 86% 
R: Z: 91%, CU: 65%, O: 4/5] 
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Level Five, is the ugliest level . 
of the bunch, and like the Q 
arcade original is a letdown. 1.) 
= 


Still some of the enemies are 
really cool. 


TTF 


It really throws an impressive 
number of enemies at you in the 
game. 


The final game boss, is such a 
dull enemy. 


Now I want to fly that dragon 
ship. Yay! I’ve completed the 
game. 


WHO MADE IT 


Starting on porting Druid to the 
Atari-8-Bits and Silkworm to the 
Atari ST. John would make a name 


Went on to design SWIV and Forsaken. 
Did the art on Amiga for Silkworm, 
Saint Dragon, Narc, Indy Heat and 

for himself converting such arcade Double Dragon 3. He went on to do 
Batman Forever on the SNES and Hot 


Wheels World Race (PS2, GC). 


classics as Ninja Warriors (Amiga/ 
ST), Rod-Land (ST) and Indy Heat 
(Amiga). He also co-programmed the 
fabulous SWIV shooter on the Amiga 
and ST. He then continued doing 


ports of Alien Trilogy and Die Hard 
Trilogy and Forsaken on Windows. 


eH | aE 1 1 RD 
Ree GARY A 
“te Fe: PN Fick ss 


ey 4s ath 
4 “y . 


When comparing the arcade original (see left 
picture) and the Amiga version (see below), you 
realise the massive differences to get the game 
working in the home. Enemy placements are fewer 
and its a lot less frantic, compared to the arcade 
original. But it doesn’t matter, the Amiga version 
feels faithful to the 
original and _ looks 


mightily impressive. 


It also has the great 
Shizuyoshi Okamura 
arcade music ported 
over, pretty much 
178 perfectly, so its an 
aural as well as a 
visual treat to play 


through. 
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Lo presse unaiane: ka meileure simulation do moment tt Pow que ce logical a 

exceptionnel, nous avons suivi André PANZA et filmé ious bvedhaten sp br 

plusieurs mois. Deux années de travoil ont 6 peine suffi pour digi 75'coups, 

chutes, porades et recréer plus de 600'positions de combats KICK BOXING 

Scistocrt penton coemeeuitn lean Pun mse 
m 

ion du monde de kick boxing et trois fois ‘ti d'Europe de boxe francaise, 

Cette fabuleuse Seclaties vows tern eitver dame faaworsdote boxe ov 2 ego 

niveau. 

Des semaines d'entrainement vous seront nécessaires pour aboutir aux grands 


combats !! Ovationnné par une foule en délire, montez sur le ring et 
combattez l'odverscire de votre choix. Mais attention, vous go 


ee 


devrez mettre toute votre rage et votre punch pour le 
aux points ou K.0. ops 


The press is unanimous : 
The best simulation to date !! 
For. this software to be something 
exceptional, we kept on André Ponza's tracks 
through every Spas fought over a period of 
... months. Two yeors work were borely sufficient to digitize the 
75‘blows, falls, foils and to recreate more than 600° combets 
positions. PANZA KICK BOXING will impress you with its realism and with 
the perfection of its animation. ; 
P ed with the sey ua assistonce of André Ponza, three times world kick 
ree times European French boxing champion, this incre- 


© 1990 


#38 : Panza 
Kick Boxing 


£24.99 - FUTURA / US GOLD - FUTURA - 1990 - 2 PLAYERS (S) - 2 DISKS [ 


Named after the then French kickboxing champion Andre Panza, this 1 on 1 
fighting game continues in the tradition of other Karate Champ inspired 1 
button Amiga fighters like Barbarian and International Karate. Unlike the 
previous two games which have more of an all out arcade feel, Panza 
Kickboxing goes down the simulation route and goes at it hard. 


To begin, you create your own boxer using one of the few preset heads and 
giving him a suitable hard name. After this is where things get interesting 
though. There is an option called “Select Hits” and in the menu and from a 
very large array of possible moves, you can apply a different move to every 
position and button combination possible. In effect you build yourself a 
completely unique boxer with a move-set that's ergonomic to your own 
personalised fighting style. 


Controls are pretty simple, pushing down on the joystick activates blocking, 
which requires timing. Forward and backwards makes your boxer advance or 
retreat and every other position on the joystick activates an attack. With the 
button held down, all 8 positions on the joystick activate a separate move also. 
Your boxer's stats, Strength, Resistance and Reflexes can be increased by 
winning a fight or alternatively you can participate in a training session, which 
consists of skipping rope, weight lifting and pads. Once you've trained your 
boxer up a bit, it's time to get him in the ring and attempt to climb the ladder 
up to a final confrontation with the main man himself, Andre Panza. Dom Weak, 
C. B. Rocky, F. A. Teddy, Casanova, T. D. Panther, Bulldo Man and Marvel 
Kick all stand in your way. 
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&) WHAT WE THINK? 


AMIGA Disque A 
insérez la disquette, 
et allumez ordinateur 


V2 


RETRORIC 


Without doubt this is one of my most beloved fighting games from the 
era and sat in a complimentary position alongside all the fighting games 


I played in the 90s, and there was a lot. 


For sure this is no pick up and play game. It is a game you delve into, 
where you start off soft as shite, until you end up being carved out of 
marble. The more you experiment, the more natural your boxer feels. 
As you add/remove attacks and change their mappings on the controller. 
You get to a point where you are able to string 3 or 4 killer hits in 

7 & Z succession as you've learnt all the ranges of your moves and are able 
to chain them together on the fly according to the situation. 


There's no other game like Panza Kickboxing. It's similar to other games 
in the control department but the many nuances make this one of the 
best fighting games ever made. The training sessions could have been 
handled a bit better but it remains a true gem of the genre! 
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WHAT THEY THOUGHT 


NO DISK’ 
ATTAGHEDT 


‘This has to be the best kick boxing simulation around. The graphics 
have actually been copied from real life footage and this reflects 
in the smooth and realistic Animation on the fighters. Sound is 
excellent and you can really feel the blows making contact. The 
referee is a little annoying as he grunts whenever a decision is 
called, and this sound does become very annoying after a while. 
Panza Kick Boxing is an excellent game and one that will definitely 
appeal to beat-em-up fans.’ 

87% - Amiga Action - Issue 17 - Feb 1991 - Alan Bunker 


‘Panza Kick Boxing is one of those games that sort of stumbles 
onto your desk late in the morning without raising much expectation, 


just an awful lot of dust. Yet another fighting sort of game, making 


the usual range of promises about realism and challenge. Should I 
take a look at it or leave it around until David spills coffee all over 
it, Men chuck it away? 


Fortunately I decided it would be sensible to have a quick look - 
well it beats working after all. In fact it beats quite a lot of things 
‘cos its no mean game. Well its a very mean game, but it's no mean 
game either if you see what I mean. (Not exactly. Ed.) 


There are two outstanding features. Firstly the animation which is 
as smooth and as realistic as most press releases claim and few 
games achieve. Although the boxers occasionally overlap in a 
slightly silly way, most of the time they move, sway and leap like 
true professionals. Secondly there's the varied range of moves open 
to you as a fighter. 


Not only is there impressive variety in the different kicks, punches 
and jumps available but they're also very simple to select. Where 
the game slightly stumbles is in the structure of the competitions. 
In the two player mode this is unimportant since it's a simple head 
to head. However in one player mode, the competitiveness doesn't 
quite come off. 


Although there are various leagues to work your way through it 
would have been a far better idea if, having beaten one opponent, 
you automatically went on to fight someone else. Instead, if you 
don't choose a new opponent, you can simply keep on slugging it 
out with the same guy which makes things rather less challenging. 
Fortunately, this is a very minor gripe because basically Panza 
Kick Boxing is tough, exciting stuff: ; 


84% - Zero - Issue 16 - Feb 1991 - Paul Lakin 


‘Panza Kick Boxing is well presented with just enough variety to 
keep you going until the next head-to-head combat sim appears. 


It's shame about the lack of speed. but that shouldn't put you off 


checking this out. 


“Fun and accurate, but marred by a lack of speed”’ 
82% - CU Amiga - Jan 1991 - Mark Patterson 


[Other Reviews: G: 92%, JK: 86%, ACAR: 85%, J: 81%, 
D: 80%, AUI: 74%, PP: 65%, R: AA: 90%, D: 4/5] 


‘Fun and accurate, 


but marred by a lack of 


speed.’ - CU Amiga 


OPTIONS 


A number of Kick Boxers can be 
chosen in the game. 


As well as fight, you need to 
carry out training of your fighters 
to improve their stats. 


The ring-side girl, tells you which 
round of the fight you are on. 


f 


Before the match, the Ref tells 
you both, whats what. 


Then its off for some kick-ass 
action. 
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WHO MADE IT 


Pascal Jarre - Lead Designer & Nicolas Massonnat - Marc De Flores 

Programmer Programming - Graphics 

He began work on lesser known 

games on the CPC and Atari ST such Starting his career Beginning on such games as Space Racer 
as Magnetik Tank, Mission, Space converting Captain Blood and Turbo Cup. He also worked on the 
Racer and Lode Runner. After to the Thompson TO, lightgun game West Phaser and poorly 
Panza Kick Boxing, he worked on before doing Panza Kick received, Atari ST games Cobra 2 and Mata 
such games as D-Day and the sequel Boxing. After that game Hari. After Panza Kick Boxing and its 


to Panza Kick Boxing called Best of he worked on Pinball sequel Best of The Best Karate 
the Best Championship Karate on Magic, Golden Eagle, D- Championship, he went on to have an 


the SNES. He then went in Day and finally doing the illustrious career, co-designing Assassin 
production and business, behind such sequel to Panza Kick Creed 2 and doing art for such games as: 
titles as Bumpy's Arcade Fantasy Boxing called Best of The Largo Winch (Xbox) The Splinter Cell 
and Porsche Challenge (PS1). Best championship Series, Prince of Persia (2008 Ubisoft 

Karate on the SNES. game) and the artistically revered game 


From Dust. His most recent games has been 
The Crew (PS4) and Far Cry: Primal (PS4). 


Michel Winogradoff 
- Audio 


He had a long career, beginning on the 
Amstrad CPC and Thompson TO, behind 
such titles as Bactron, Mission, Space 
Racer and Turbo Cup. He then did Bumpy, 
Skweek and Tennis Cup 1-2 on the 16-Bits 
and Davis Tennis Cup on the Mega Drive. 
His last games were on the PS1 with such 
titles as The City of Lost Children, O.D.T.: 
Escape... or Die Trying and Conflict Zone 
(PS2). 
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André Panza 
- Motion Capture 


The sports man the game is based on. They 
used motion capture, to grab all his moves 
and ensure, the game was as realistic to the 
sport as possible (for the time). 


Eventually it’s up 
against André 
Panza himself, in 
the Championship 
to win the belt. 


You have now 
beaten the game. 
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A 1200 AGA SPECIFIC 


BANSHEE CORE 
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55 Ashbourne Road, Derby DE22 SFS. Telephone (0332) 297797. Facsinvwle (0332) 361511 
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Take a Classic arcade game. Add a whole heap of seasoning in the form of stylish, state-of-the-art graphics and four 
MASSIVE levels of up-to-date action. Stir in an Alternative Dimension, exquisitely evil aliens and a heavy-sprinkling 
of mucho-beg guns ‘n’ power-propped planes. Leave to simmer on an incandescent heat and wait for the best 
BLAST in light years. 


TOP DOWN VERTICALLY SCROLLING VIEW! CHOICE OF THREE DIFFICULTY LEVELS! FULLY ROTATING RAY-TRACED 
ENEMIES! 


Prenez un jeu c'arcade classique. Ajovtez-y un fort assaisonnement de graphismes stylés et 4 la pointe du progres, 
ains) que de quatre ENORMES niveaux d'action trépidante. Mélangez-y une autre dimension et queiques aliens 
déliciessement maléfiques. Saupoudrez abondamment d’armes de gros calibre et d‘avions a hdlice. Laissez mijoter 
sur feu incandescent et attendez la meilieure EXPLOSION depuis des années lumiéres 


ECRAN A DEFILEMENT VERTICAL! TROIS NIVEAUX DE DIFFICULTE! ENNEMIS EN RAYTRACING ENTIEREMENT 
PIVOTANTS! 


Das Rezept fur Action satt: Man nehme ein klassisches Shoot-'em-Up, gebe vier RIESIGE, nervenzerfetrende Levels 
hinzu und weleze mit fantasticher Grafik von Ubermorgen. Man quirie eine turbulente Parallelwelt, yvertracit fiese 
Aliens und eine kernige Mischung erlesenster Waffen und Flugzeuge hinein. Optimal yermengen, auf 
Nukiéarflamme sieden tassen und den rasantesten BallerspaB der Galaxis abschmecken! 


SUPERSCHNELLER SENKRECHTSCROLLER! WAHLT AUS DRE! SCHWIERIGKEITSSTUFEN! VOLL ROTIERENDE GEGNER IN 
RAYTRACING! 


Prendi un classico arcade. Aggiungi un pizzico di grafica di Classe e all‘avanguardia e quattro ENORMI| livelll per 

un‘azione tutta nuova. Mischiare con una Dimensions Alternativa, degli alleni protondamente malvagi # il {uoco 

senza tregua dei cannoni mucho-grandi e gli aerei a efica. Lascia cuocere Jentamente a fuoco vivo e preparati a 
gustare la migliore AZIONE degli ultimi anni tuce. 


VISUALE A SCORRIMENTO VERTICALE DALL'ALTO IN BASSO! SCEGLI TRA TRE LIVELL! Di DIFFICOLTA! NEMICI 


HM 


RAGGIO-TRACCIATI A TUTTA ROTAZIONE! 


Mil 


All Rights Reserved 0041 


» Core Design Limited 0717 
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#37 : Banshee 


£25.99 - CORE DESIGN - IN-HOUSE - 1994 - 2 PLAYERS (S) - 4 DISKS (AGA ONLY) [ 


This A1200 and CD32 only vertical shooter, is a total love letter to the Capcom 
classic 1942 game and the series. But the Danish duo behind the game, have pulled 
out all the stops, making this both one of the most beautiful looking games on the 
Amiga and one of the best shooters on the machine, full-stop, 


Like the Capcom games you control a use either the space key or, or the second 
fire button, to do a loop the loop, making you temporarily indestructible and getting 
out of difficult spots. Beyond that its all standard, fair, if it moves then shoot it 
and even it doesn’t move shoot it anyway. 


The game has some weird convoluted and totally unnecessary plot about in 1999 
in an alternate timeline, where the World Wars never happened and so many 
technical innovations never happened. The Earth may not have colour TV or 
microwave ovens, but they live in peace and harmony. But all that is about to 
change when alien Blardax Maidrear of the Styx Empire invades. Only one hero 
stands in his way Sven Svardensvart, who has built a flying machine he calls the 
Banshee. 


Silly plots aside, the game is just all basic shooty arcade, but what elevates it 
above other 1942 clones, is how gorgeous the games graphics are, and how varied 
the games levels are. But its not just this, its the little jokes and dark humour at 
every turn. One minute you are seeing zombies rising from their graves in local 
church yards, or polar bears slowly waddling across the frozen landscape, as the 
blasting happens overhead. It is all so charmful and it encourages you to battle 
your way to the end, to see all the game has to offer. DRISK 
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Audio and musically, the game is no slouch either. With 
Martin Iveson, again showing why he is a legend of the 
industry, with some amazing tunes and crisp, varied sound 
effects. Letting feel every thunk and thud of you bullets. 


I adore this game it, may not be to the level of gameplay 
perfection of a Japanese shooter, but it’s not far off, and the 
detail, love and care taken with every sprite, make you adore 
it even more. 


In summary Banshee is a stunning two player vertical 
shooter, that shows that Europe can hold their own. It is a 
game that just needs to be played by more. I suggest to 
choose the CD32 version over the A1200, as it has two more 
levels for you to enjoy. 


YOUR WORLD...GO MAKE 'EM REGRET IT! 


Take a classic arcade game. Add a whole heap of seasoning in the form of stylish, 

state-of-the-art graphics and four MASSIVE levels of up-to-date action. Stir in an 

Alternative Dimension, exquisitely evil aliens and a heavy-sprinkling of mucho-big 

guns 'n' power-propped planes. Leave to simmer on an incandescent heat and wait for 
the best BLAST in light years. 


TOP DOWN VERTICALLY SCROLUNG VIEW! CHOICE OF THREE 
DIFFICULTY LEVELS! FULLY ROTATING RAY-TRACED ENEMIES! 


Available on: Amiga 1200 and Amiga CD32 


: CORE 


Banshee © Core Design Limited. All Rights Reserved. 
55 Ashbourne Road Derby DE22 3FS Telephone (0332) 297797 Facsimile (0332) 381511 


&) WHAT WE THINK? 


RETRORIC SAYS: 

Another game from Core Design with great graphics and presentation. 
Taking inspiration from Capcom’s 1942 and 1943 type games. So did 
Core successfully deliver the payload? 


The visuals are quite moody for an arcade style game, using lots of 
Chaos Engine steam punk golds and browns, set against the dark blue 
ocean. Banshee certainly delivers a visual shot to the hull. Unfortunately 

7 9 0 the game lacks any sort of in-game soundtrack and that always irks me. 
Plus I think the game just lacks that 16-bit feel, especially for an AGA 
game with such a great graphical style. 


All in all, banshee looks like a polished 16-bit game with run of the mill 
8-bit gameplay. With its release quite late in the day, it really didn't help 
Banshee rise with the cream. 
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WHAT THEY THOUGHT 
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vancx DANGER! 


RADE RUERT: 


‘The game looks fantastic, and considering it's Al200 only. so it 
should. No expense has been spared on the graphics, with over 
3,000 frames of animation in all, covering everything from planes 
exploding to little men racing across the screen with their heads 
on fire because you have just blown up the truck they were driving 
in. Entering a secret code gets you into the really sick stuff, however, 


and I’m not gong to spoil the surprise and tell you what sort of 


thing happens there. 


One Idea, that has been quite literally been lifted from 1942 is the 
barrel-roll get too difficult, hitting the space bar (or second button 
if you are playing with a joy-pad),, your plane races to to the top 
of the screen, where it performs a mammoth loop, which takes back 
to the bottom of the screen. Whilst doing this, it is completely 
invincible, although it can still damage other craft by smashing 
into them while it is does this. A Very handy tool to have, I think 
you'll agree. 


However you are limited to the number of rolls you can actually 
perform, and although you can collect more in the shape of power 
ups, you still need to them very sparingly indeed. Banshee is a very 
difficult game. There are always plenty of horrible ways to die. and 
you won't be able to let your concentration lapse for a moment. 
Not that you would really want to. as it is fiendishly addictive, with 


all the playability of a game of old. Banshee is on title that no self 


respecting A1200 owner should be without.’ 

“An incredible shoot-’em-up, one that will be a classic someday.” 
91% - CU Amiga - Jul 1994- Tony Dillon 

‘This is a classic shoot-em-up. Sure, we've seen this sort of thing 
many times before and inevitably the gameplay can seem a little 


repetitive, but rarely do they look or ploy quite as well as this 
Banshee breaks no boundaries, it blows them out of the sky.’ 


90% - Amiga Format - Issue 63 - Sept 1994 - Stephen 
Bradley 


‘Well, its certainly no mental challenge, but frankly that's haft the 


fun. Banshee's just a good, honest, rip-roaring, barnstorming 


powerhouse of a blast-'em-up, which is all it ever tries to be. Take 
out your brain and put it to one side. Tweak your reaction glands 
to maximum response. and just get shooting.’ 


89% - Amiga Power - Issue 39 - July 1994 - Mark Winstanley 


‘Well, its certainly no 
mental challenge, but 
frankly that's haft the 
fun. Banshee's just a 


good, honest, rip-roaring, 


AHHSNVA - LE# 


barnstorming powerhouse 


of a blast-'em-up, which 


is all it ever tries to be.’ 


- Amiga Power 


A total love letter to the 1942 
series of games. Its graphics 
still impress today. 


LOY 


The AGA graphics are gorgeous 
throughout. 


So much love and attention has 
been given to even the most 
mundane backgrounds. 
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Graphically and aurally the 
game is a total delight. 
Gameplay wise, it may not be 
up to the level of a Japanese 
Shooter, but it isn’t far off: 


The game has so many neat 
touches and ideas. Like zombies 
rising up in the rain swept 
church yard. 


Some of the end of level of bosses 
are truly memorable as well. 


So much character and gore is 
built into the tiny soldier sprites, 
that you almost feel sorry for 
the little blighters. 


‘Well I do like this game and the weirdest bit is, I've never been a 
fan of shoot-'em-ups! They usually bore me to bits, but Banshee has 
that elusive quality that drags you in Each level reveals new 
challenges which are genuinely demanding, and the learning curve 
is just right. 


You get plenty of power ups at the start and then things slowly but 
surely start to get more and more frenetic, until you're literally 
gasping for breath. Get another player involved for even more fun, 
as the game gives you two power ups each time and you can only 
collect the ones that match your plane's colour. This means that both 
players build up their ships at the same rate and over the top 
Armageddon scenarios are always around the corner. 


There are some bad points, it has to be said. The sheer volume of 
enemies can be literally overwhelming at times, and single players 
are going to have an almighty struggle on their hands to finish it. 


It's also highly aggravating to lose a life and have your hard earned 
power ups swiped from you, often placing you up the creek minus 
the paddle situation. Niggles aside, this is an intense and extremely 
satisfying game that should tempt any games fan with an ounce of 
adrenaline in their veins The Harvey Keitel of shoot-'em-ups.’ 


89% - Amiga Computing - Issue 76 - Aug 1994 
- Daniel Whitehead 


‘The Amiga was at the back of the queue when the great Gaming 
God handed out mindless shoot-'em-ups. Apart from the odd notable 
exceptions, Xenon 2 and SWIV, Amiga garners haven't really had a 
chance to relive the old days when it didn't seem out of place to 
break a few joy-sticks in the name of a good blast. 


Core Design, not always the re-writer of history books, but usually 
a purveyor of quality games, has come up with a blaster to test 
everybody's fire-button finger with Banshee. The game's a great 
roller-coaster ride to hell, and it takes every ounce of concentration 
to keep the cool-hand and clear head even for the most hardened 
game-player. 


Things happen quickly to prevent you from thinking too hard about 
playing the game: instead you must rely on the speed of your reflexes 
and the indestructibility of your trigger finger. Core has taken the 
decision to make Banshee an AGA-only game. - which means that 
A500/600 owners will miss out, but it also means that Al200 and 
CD32 owners get the kind of game which you don't come across very 
often. 


One that's graphically excellent, that uses the speed of the machines 
to throw hundreds of enemies on-screen simultaneously with no slow- 
down, that adds in a second simultaneous human player for two-play- 
er teamwork, and really works the sound chip with stunning FX and 
throaty aeroplane drones. The sheer number of enemies means that 
the going can get really tough, but at the end of the day (Brian) you 
know that if you get killed, it's your fault — and not some frustrating 
situation which even a master gamer couldn't get out of. 


The two-player mode really brings in a whole new dimension to 
Banshee. Each player receives separate power-ups, so there's no 
competition save as to who makes the most kills. Each player's 
energies are concentrated into wiping out the enemy, and that makes 
for a brilliant game. They'll be talking about Banshee in years to 
come. 


89% - One Amiga - Issue 70 - July 1994 - Andy Nuttal 


PUTTY TRAINSD... 
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‘As far as out and out shoot 'em-ups go, you could do a lot worse 
than Banshee. Superbly detailed and atmospheric graphics help to 
create a scene which duplicates the story-line perfectly, and the 
smooth vertical and horizontal scrolling ensures the action never 
lets up for a second. It may be little more than a souped-up version 
of 1942, but that doesn't stop it from being a damn fine game’ 


86% - Amiga Action - Issue 60 - Aug 1994 - Neil Jackson 


CD32 Version: ‘A shoot-'em-up that wears its special pants with 
pride, and comes with two extra levels in this CD32 incarnation. 
Peculiarly, the hilariously gruesome civilian death animations have 
been cut. because apparently only men with guns get killed in wars, 
Right, kids?’ 


90% - Amiga Power - Issue 41 - Sept 1994 - Jonathan Nash 


CD32 Version: ‘All this professionalism and attention to detail means 
that Banshee easily leap-frogs its nearest rivals, Disposable Hero 
and Project-X. Like any shoot-'em-up it can get a little repetitive 
fighting through those early levels time after time, but the excellent 
Those 
extraordinary AGA graphics ( it ain't on A500 - hurrah!) and slick 


playability and intense action more than compensate. 


playabilty makes it easily the best brain dead action around, 
guaranteed to keep you busy for ages and very hot under the collar. 
Recommended. ’ 


88% - Amiga CD32 Gamer - Issue 4 - Sept 1994 - Jonathan Nash 


CD32 Version: ‘Banshee would be a very average shoot-em-up if it 
wasn't packed with entertaining touches. The men die in pools of 
blood when you hit them, little people blow up big buildings if you 
don't take them out, women push prams down city streets, soldiers 
use the buildings for cover. 


In fact every single second of this game reveals a neat touch. This 
is what makes this game so great for me. Sure, so the graphics may 
be a bit on the small side, but when they are as intricately detailed 
as this. who cares? Just check out the city level, it's gorgeously done. 
Banshee is an old-fashioned game that has been bought bang up-to- 
date in the best possible way. It’s destined to become a real cult 
classic, and thoroughly deserves to do so.’ 


83% - Games Master - Issue 21 - Sept 1994 - Les Ellis 


[Other Reviews: AD: 92%, ACP: 85%, CVG: 85%, J: 83%, 
AG: 83%, D: 4/5 CD32: AD: 92%, AF: 90%, CU: 90%, 
AMg: 9/10, AC: 88%, AA: 88%, AUI: 83%, J: 83%] 


AHHSNVA - LE# 


In the standard mode, the 
polar bears can’t be killed. 
There is however, a gore cheat 
mode, which lets you take out 
the wild-life, should you desire. 


The game offers such 
wonderful variety and 
imagination to the levels. You 
are always driven on to what 
next you can see. 


193 


Some of the weather effects, from 
stormy rain to fog-ridden gloom 
are mightily impressive in the 
game. 


Later in the game you change 
from your 1942 style plane, to 
a space ship, and take the fight i 
in space itself. 
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WHO MADE IT 


his first game was Banshee, then he went 
on to code the game Amok, before 
joining Shiny Entertainment and working 
on both Enter The Matrix and The 
Matrix: Path of Neo. He then worked 
on G.I. Joe: The Rise of Cobra, Front 
Mission Evolved and Trials Evolution. 
Most recently he worked on Minecraft 
on the Xbox 360 and Project Spark on 
Xbox One. 


| A veteran of the industry, and 
synonymous with Core Design. He 
started work on Heimdall and continued 
with masterful music on the Amiga and 
Mega CD on Wolf Child, Wonder Dog, 
Premier, Chuck Rock 2: Son of 
Chuck, Jaguar XJ220. Bubba ‘N Stix, 
Darkmere, Heimdall 2 and Thunder 
Strike 2. After the Amiga and Mega CD, 
he went on to do the SFX on the Tomb 
Raider games and music on games like 
Shellshock, Swagman, Herdy Gerdy 
and Fighting Force 1 and 2. 


eT oe, 


Bet bPICIE 


Starting his career on Cover Girl Strip 
Poker, and Lollipop. After Bansehee he 
then went on to do Amok and Scortcher 


A and all the Hitman games. Most recently 


he’s worked on Gang Beasts and the Outer 
Wilds. 


CHEATS 


On the title screen or during the intro, type “FLEV17” and press 
‘RETURN’. This will give you infinite lives and you can press 
Function keys (i.e. Fl - F7) to skip to that level. 


Also on title screen or intro you can type “I AM EXQUISITELY 
EVIL” and press ‘RETURN’. You will see the names on the high 
score table change and it flashes. if you did it right. This is gore 
mode and you can now kill polar bears and the civilians. 


Play to make the high-score table, then enter your name as 
“KANNIJADE KREW”. This will give you invincibility and will 
allow you to skip levels with the two buttons on the top of the CD32 


joy-pad. 


Alternatively enter your high-score name as “MARY 
WHITEHOUSE” This is gore mode and you can now kill polar bears 
and the civilians. 


The Final Fight 


So you think you know about the hidden 
secrets & treasures, you know about the 7 
mega-weapons, like the flame thrower, you 
know how TURRICAN moves and looks like, 
you know about the huge mazes and 5 
different worlds spread over 1500 screens, 
so what don't you know? ...YOU AIN'T SEEN 
NOTHING YET! 


, Du glaubst also, Du weil3t alles ber die 
versteckten Extras, alles Uber die 7 
Superwaffen, wie z.B. den Flammenwerfer, 
Du weifst wie TURRICAN aussieht und sich 
bewegt, Du kennst die riesigen Labyrinthe, 
die 5 verschiedenen Welten auf tiber 1500 
Screens - das glaubst Du ...DOCH DAS WAR 
NUR DER ANFANG! 


Si tu es persuadé, que les supers armes 

comme par exemple le lance-flammes, les 

bonus, les immenses labyrinthes, les 5 

mondes et leurs 1500 tableaux n'ont plus de 

secret pour toi, si tu crois que tu sais G quoi 

ressemble TURRICAN et comment il se 

déplace, jette donc un coup d’oeil 4 Turrican 
7 Il... TURRICAN | N'ETAIT QU'UN DEBUT! 
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#36: Turrican Il: - 
The Final Fight 


£24.99 - RAINBOW ARTS - FACTOR 5 - 1991 - 1 PLAYER - 1 DISK -_ [ | ] 


Turrican may have been the first in the series, but Turrican 2 for me in 
many ways was the best. The graphics were more detailed this time, and 
the graphics more varied. But mostly I think it was the Chris Hiilsbeck 
music for all the levels which really raised it above the first. 


The game has you as Bren McGuire, who seeks revenge against the Evil 
Empire and their leader The Machine. So donning a space marine suit, 


DESIGNED BY: 


our hero loads up with some serious power-ups, that would even make 1AME RED 7 
Samus of Metroid fame, look on with envy. You see you can do the 
gyroscope blade disk like her (pull down and fire), and bounce around Se 
the levels. But you can also do a laser plasma fire and direct your shot 


around you (by holding fire). Then press SPACE key and you can do a 


screen destroying blast or F7 and throw a grenade. And that is all before 

all the weapon pickups you can grab, from multi-fire to bouncing bombs. 
From the moment the title screen comes up, 

All in all, this is an Amiga classic so and you hear the fantastic Turrican II title 

give this wonder a try today. DRISK music by Chris Hiilsbeck start to play, you 
know you are in for a treat. 


=) WHAT WE THINK? 


DRISKY SAYS: 


I was shocked, that after it had gone into the meat grinder of Ric and 
Kingy, that this game placed so low on the list (I placed it at number 9 
on my list.). But I do think it perhaps shows the love of the Turrican 
series really depends at which point you got your Amiga (Or no 
accounting for taste - Ed). 


You see back in 1991 for this game or 1990 for the first, Turrican was 
simply stunning... Both in its graphics and exploratory sprawling levels, 
all set to the simply jaw dropping music of Chris Hiilsbeck that as a 
trilogy, is some of my favourite game music of all time. 


Still to this day I adore the games and feel, the wide range of weaponry 
and amount of secrets, makes this as much fun to play as it ever was, 
so give this gem a play today, and help me prove the others wrong. 


RETRORIC SAYS: 


Urrrgh, I feel like the Ebenezer Scrooge at the moment, and we're only 
in the spring. I hate to bring negative energy but Turrican is another 
Amiga game that just doesn't do it for me, other than Chris Hiilsbeck’s 
amazing music. Doing a console/arcade style game is hard to get right 


on the Amiga, especially if you're not doing a conversion. 


Fi 9 8 Turrican is a good Amiga arcade romp. It looks like Xain'd Sleena from 
the mighty Technos but just doesn't grab my attention. I'm just indifferent 
to the Turrican series overall. I can totally understand its appeal but for 
me it never reaches the heights of the arcade games of the time and 
thusly, slips into obscurity in my mind's eye. 


KINGY SAYS: 


Poor Drisky, he's upset at this positioning of one of his favourite games. 


In my defence, Iam more familiar with the Spectrum version; therefore, 
I wanted to avoid having a repeated experience and only adopted the 
game many years later. Of course, that is crazy, as Turrican 2 is the 
Amiga's answer to Metroid, and it is a game that doesn't cower in the 
shadow of Nintendo's legacy game. I do prefer other action shooter 
platformers over this (like Wolfchild) but we have to place the games 
somewhere on our own personal lists. It is deservedly in the top 40; 
where people may want it to sit is up for debate. 


RGDS AMIGA TOP 50 GAMES 


WHAT THEY THOUGHT ‘The best shoot 'em up 


to appear in a long 


- 9F# 


‘Anyone who was a fan of Turrican will be more than pleased with 
the enhancements made in the sequel. The most notable are the time. >. CU Amiga 
superb traps and obstacle-related hazards which await our hero. 
For instance, there are water-falls which will sweep you towards 
your doom unless countered and collapsing platforms which kill 
you instantly as they give way beneath you. Likewise, the 
programmers have obviously spent a lot of time on the enemy attack 


C NVPOTXUUNL 


patterns, and ideas have been cribbed from shoot 'em ups such as 


R-Type. The aliens appear in groups of five or six and, for the most 
part, can be dispensed with a couple of shots. On later levels, 
though, they leave intricate, impassable webs behind them which 
must be shot before you continue, whilst others split up into dozens 
of smaller creatures when hit, sapping even more energy as they 


roll past. Also, the master computer has also lined the route with 
a number of automatic weapons, and these are located at regular The game’s graphics, may seem 
intervals and fire missiles and the like as you approach. All these simplistic, but I love the vibrant 
pave the way to the huge end-of-level guardians that Turrican was colours and detail to the game. 
famed for, only this time they are bigger and meaner than ever and 
require more skill and manoeuvring to destroy. 


LHOIA T¥YNIA AHL 


“The best shoot ‘em up to appear in a long time.” 
94% - CU Amiga - Feb 1991 - Steve Merrett 


Tf you thought Turrican was one of the biggest and best blasters 
available, think again! Turrican II is absolutely stunning In all 


respects - the graphics are brilliant, and the sound Is a real treat 
to the ears, with lots of explosions and speech, and some cracking 
soundtracks too! As far as playability is concerned, Turrican LI is Some cool effects such a windy 199 
one of the most addictive and playable blasters I've seen in many sections of the level, set against 

a moon. Once you start, you'll have a hell of a job putting the to wonderful copper colour 

joystick down again! If you liked the original, get this - you won't backgrounds, is a pure joy.. 

be disappointed!’ 


94% - C+VG - Issue 112 - March 1991 - Robert Swan Se 8845688 


‘Now THIS is really something!! As he mentioned in the recent 
inter-view, Manfred's inspiration for his games has been the coin- 
ops and with Turrican II he's gone and brought us an arcade machine 
and more! The feel, the look, the whole shebang is so slick. And 
just so we don't get too familiar with the Turrican I-style gameplay, 


he's thrown in one of the fastest horizontally scrolling, Vulcan 


Venture-style shoot-'em-ups around. Nemesis fans will love it as oe ie). 324), + 16), 002 
this is as close to the coin-ops as any computer has come, superbly The end of level bosses are 
equalling the PC Engine for authentic Japanese coin-op action (dig more disappointing compared to 
that music on the shoot-'em-up sections). the first game. 


The challenge is formidable and mappers are going to have a whale 
of a time with this beauty. As I said last issue with regard to the 
C64 version, I don't think Turrican II is as stunning in its originality 
as the first game, and that applies to its 16-bit incarnation. That 
doesn't stop it from being a blast-and-a-half on a massive scale — 
the three-screen-high batrobot thing still looks good and the wind 
effect on level one is great. 16-bit enhancements include the 
attractive backdrop colour scheme, the excellent music changing 
to suit the situation and some sampled speech. None of this sounds 


too out of the ordinary for an Amiga but the .’y it all comes together 

makes this a far from ordinary release.’ The opening cut-scene in the 
game, set out the story, about 

93% - Zzap! - March 1991 - Robin Hogg revenge against the alien army. 
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LY TO SRVE 

UITH THEIR 
THE INVADERS FRLL 
OF DERTH- 


Arrgh! The aliens are attacking, 
boarding the heroes’ ship. 


R KNOLIN FR 
ALF ROBOT 


Darth Vader...I mean The 
Machine, enters and leaves you 
trapped as everyone is killed. 


You are Bren McGuire and so 
donning one of the Turrican 
space marine suits, decides to 
take on the enemy. 


CLIMBING INTO THE SUIT, 
HERRD: 


"REVENGE?" 


So donning the suit, our hero 
cries out his Revenge to take out 
the evil Alien Empire. 


‘ONE OF THE GREAT features of the original Turrican was the 
freedom to explore every level: you could complete the game simply 
by seeking out the extra lives, avoiding many of the tougher aliens 
and ignoring the game's intricacies, or you could try to solve every 
puzzle, annihilate every alien and find that last hidden block. 
Turrican 2 features the same superb balance between doing what 
you want to and having to complete each stage within a time limit 
- and much more. 


As well as some of the harder opponents from the first game, there 
is a vast array of tougher and smarter aliens on every level. There 
are tricks and traps everywhere -disappearing floors, hidden 
platforms, concealed bonuses - and you could spend days trying to 


find all the secrets. These neat touches are typical of the attention 


to detail throughout: gusts of wind force you backwards or help 
you lump, you can almost feel the weight of water forcing you 
downwards in a waterfall and certain weapons won't work in certain 
environments. 


This subtle variety means that every level has its own atmosphere 
and unique spot effects. This is reinforced by the excellent graphics: 


fantastic animation, a brilliant use of colour and shading and, in 


the shoot 'em up sections, incredible speed. The music and sound 
effects more than match this quality: complementing the individual 
soundtracks for every stage there are different spot effects for every 
single different weapon type including all five lasers and sampled 
speech for the pick-ups. This is easily one of the best shoot 'em ups 
to date and could sit quite happily in any arcade - the only game 
that comes anywhere near is the original Turrican. Don‘ miss it. 


91% - The One - Issue 30 - March 1991 - Gordon Houghton 


‘Absolutely massive space shoot 'em up with brilliantly smooth 
strolling No doubt about it - well worth getting on yep bike for.’ 


90% - Zero - Issue 16 - Feb 1991 - Duncan MacDonald 


‘Turrican 2 isn't too far removed from the first game, but that's no 
bad thing. Both graphics and sound are excellent. Except for those 
occasions when things get extremely busy, it all moves along at a 
smooth 50 frames per second. If demo-style synth tunes are your 
thing, you'll be pleased to hear there are twenty of them to be found 
during the game. Fortunately these can be switched off in preference 
to the quality sound effects if you like. It's not often we see a game 
as well-produced as this. 


Shoot 'em ups are sometimes said to give poor value for money, 
but with its twelve levels, Turrican 2 makes sure you get a pretty 
big game for your folding stuff. If its a zapper you want, you'll have 
a job finding a better one than this.’ 


90% - AUI - Vol 5 No 4- April 1991 - Tony Horgan 


There are loads of great little graphic touches. The gushing ‘ ayo ye gisi600 
waterfalls, rope bridges bending under your weight, trails of air 4 
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bubbles left by the underwater aliens and Turrican’s frozen breath 
when on the ice world are just a few examples of the marvellous 
attention to detail. But this technical excellence would count for 
nought if Turrican II played like a brick - but it most certainly 
doesn't. The game's supremely playable, and although it gets very 
tough at times it's never so so bad that you want to give up - if 
anything it reinforces the urge to have another go. The magic is 
back? Too right it is!’ 
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) - ACE - Issue 43 - April 1991 - David Upchurch So much love and attention has 
been given to even the most 
mundane _ backgrounds. 

‘The original Turrican was an enjoyable blast, receiving a pretty 

healthy 88% in Amiga Format, and the sequel boasts even more of 

the same. Bigger levels, more powerful armoury and improved 
effects are pest a few improvements the sequel has over the original. 

The animation of Turrican himself and his weapons are much 

smoother, and the robots are far more varied and interesting. 

Another point is that there is a lot more scenery for you to explore. 


LHOIA T¥YNIA AHL 


Whereas the original had you trying to travel to the right of the 


level as quickly as possible. Turrican fl has you searching all manner 


of blind alleys trying to find the exit Despite these impressive 
changes, the basic game design is very similar to Turrican. The Some of the end of level bosses 
characters may look different and there may be extra weaponry and are mightily impressive. 

levels, but the gameplay itself hasn't been hugely modified or 

improved. 


E “= 8761788 201 
This will come as good news to those who are avid Turrican fans . 
and want to play more of the same kind of stuff, but your average ; 
game-player may find the sequel game slightly disappointing. This 
is a real shame, since the framework of the game is very solid and 
enjoyable, but simply making a few cosmetic changes and throwing 
in a couple of extra features, just isn't QUITE good enough these 
days. Still it's a fair enough blaster which should appeal best to 
all those who don't own a copy of the original.’ 


80% - Amiga Format - Issue 20 - March 1991 - Maff Evans One of the later levels is a 
really good, horizontal shoot ‘em 
up. 

[Other Reviews: S: 96%, G: 94%, AFC: 90%, J: 90% 


R: CU: 95%, Z: 90%] 


OTHER VERSIONS 


There was also a CDTV version 
of the game (along with Turrican 
2), which sadly has no 
differences to the floppy disk 
version. But more recently there 
has been released by Home- 
brew fans with Turrican 2 
(AGA), this improves _ the 
game’s graphics and does a [Bm tt ST oT Woeteyy 
wonderful job. oS. ; : y 06 , © 3 84 


were MX 


More recently there was In 2022, home-brew Sonic Sloth made 
Turrican Anthology Collection an AGA version of Turrican 2. 

volume 1 and 2, forPS4 andthe You can get it here 

Nintendo Switch and PS4. 


WHO MADE IT 


Hk 
Mandfred Trenz - Game Creator, Holger Schmidt - Programming 5 
Designer & Original Graphics ' 
Starting work on the C64 port of R-Type Starting his career on the Amiga port of | 
and the impressive original R-Type clone R-Type and Katakis and the design on Sc 
' Katakis on the C64. For his next game X-Out. Factor 5 was then also brought in to o 
he did the all time classic run and gun do the 16-bit ports of all the Turrican games ~ 
" Turrican on the C64, choosing the name (including the Mega Turrican or the Mega . 
from a surname in a phone book that he Drive port of Turrican 3, and the SNES = 
thought sounded cool. He also had major sequels Super Turrican 1 and 2. They also bt 
involvement in its sequel Turrican 2 : ported on the Amiga was BC Kid AKA 
The Final Fight also on the C64. But for Bonk’s Adventure. After the Amiga Factor N 
both games he let other teams like 5 and himself worked on Indiana Jones: a 
developer Factor 5 who did the 16-Bit Greatest Adventure (SNES),  Ballblazer ss 
ports. For the other Turrican games in Champions (PS1), Indiana Jones and the = 
the series he had no involvement in. His Infernal Machine (N64), Star Wars: Rogue = 
next game he worked on was Rendering Squadron 3D (N64) and its sequels Rogue ~ 
Ranger R on the SNES and Crazy Frog Squadron II - Rogue Leader and Rogue - 
Racer on the Gameboy Advance. Squadron III - Rebel Strike. He also worked S 
on Star Wars: Episode 1 - Battle of Naboo. a 
x 
Ss 


Andreas Escher - Graphics Chris Hiilsbeck - Music & SFX 
Also began work on C64 versions of the 
games for R-Type, Katakis, Rock n 


Roll, Spherical, X-Out and Logical. 


A truly stunning video game musician, 
producing one of the best video game tracks 
of all time for the Turrican games. He began 
Then on the Amiga he first did Hard ‘n 
Heavy and Sunny Shine on the Funny 
Side of Life. He then worked on 
converting Turrican 1-2 and Super 


the C64 game Madness, before moving to the 


Amiga and C64 and doing the games Danger 
Freak, Street Cat, Sky Fighter, Jinx, Great 
Giana Sisters, R-Type, Katakis, he also did 203 
the Amiga music of Secret of Monkey Island. 


games. More recently he has worked on 


on the Gameboy Color doing the graphics After Turrican, he worked on other Amiga 
for Armorines: Project S.W.A.R.M. And games, The Apprentice, Z-Out, X-Out 
Panzer: Elite Special Edition. before doing Turrican 2 and the all the other 


Turrican games (including my favourite of 
Turrican 3). After this his highlights have 
been: Gem-X, Jim Power, Apidya, Tunnel 
Julian Eggebrecht - Designer & B1, Star Wars: Rogue Squadron 3D (N64) 
Producer and all its Rogue Squadron 1-2 sequels on 
Co-Founder of Factor 5 and beginning the Gamecube, X: Beyond The Frontier 
his career doing the manual for X-Out. series and the PS3 game Lair. Recent games 
Julian first game design came with of note are Great Giana Sisters: Twisted 


Turrican 2 and continuing as part of the Adventure, Leonas Tricky Adventure and 
design team for all the Turrican sequels. Tiny Thor. 

After the Turrican games, he worked on 

some of the programming of Indiana 


Jones and the Infernal Machine on the Sebastian Dosch - Additional Graphics 
N64 and Star Wars: Rogue Squadron II 

- Rogue Leader and Star Wars: Rogue He first worked on the Amiga games and ports 
Squadron III - Rebel Strike. He finally of Australo Piticus Mechanicus, Rock n 
worked on Lair on the PS3, which was Roll, before working on the Amiga port of 
sadly Factor 5’s final major release Turrican. Some of his Turrican graphics 


before closing up shop. was re-used in Turrican 2. He then worked 


on German football management game 


CHEATS 


Bundesliga Manager Professional and The 
Manager and Tubular Worlds on the Amiga. 


On the title screen press the SPACE bar twice 
to bring up the music menu. Then in here 
select 1, 4 and 2 and press the ESC key twice. 
This should give you unlimited lives. 
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Turrican 


£24.99 - RAINBOW ARTS - FACTOR 5 - 
1990 - 1 PLAYER - 1 DISK - [M|V ] 


The original Turrican was made on the C64, by German gaming 
legend Manfred Trenz. What he made the C64 do, still astounds 
to this day. He called it Turrican, after looking through the phone 
book and found the surname Turricano, which he thought 
sounded cool, and so used the name to make an awesome run ‘n 
gun shooter. 


For the 16-Bit ports, he passed across the reigns to a new German 
development house called Factor 5. This talented group (who 
would go on to great things), produced a stunning port of the 
game, making use of the Amiga and ST power and, to make the 
game look and play even more amazingly. 


Of special note was the music by Chris Hiilsbeck. The rousing 
orchestral tunes he created for the Turrican games, are still my 
favourite game tunes of all time, and perfectly accompanied the 
on screen action. 


Sure the first game was sometimes too sprawling in their levels, 
against the annoying time limit. But through repeated playing 
and patience, it was exciting to find all the secrets and master 
each section. There was even cool jet pack shooting sections as 


OTHER VERSIONS 


There was also a CDTV version of the game (along with Turrican 
2), which sadly has no differences to the floppy disk version. 
More recently there was Turrican Anthology Collection volume 
1 and 2, for PS4 and the Nintendo Switch and PS4. 
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back. He \s. Morgul, “thaster of dlls the sfears ond 
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13 levels with over. 1300 screens, 

* lO hi-tech weapons systems - blasters 
powerlines, lazers 

+ Multi-directional scrofling at 5O,frames a second: 

* 20 musically excellent soundtracks 

+ Countless specia) effects and bonus featiires 

* 50 different dliens:and 8 gigantic.end level 
monsters 

* 3+way parallax scroiiing 


"An. absolutcly (awesome experiede®”You- won't 
be able to put’ it \doWa. A mastérpiece— of 
graphic penius. Absolutely Brilliantly -zzap 


"Turrican, is'a 90% @reade game > “otiito whe 
missed; The best pure arcate blast feleased for 
the Amiga so far thiy: year” me Gomes Magtine 


“The best Cod gamic Of this year” CRS 


Welcome to 
Turrican...muwhaa ha 


Big confusing, sprawling 
levels and lots of firepower. 
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Some of the Turrican bosses 
are for more impressive than 
its sequels. 


WHAT THEY THOUGHT ‘A great blast (the best 


I've seen on the Amiga) 


- 9F# 


‘The C64 game was technically brilliant, crammed to busting with 
graphic styles and wonderfully playable — all things that 16-bit and one to really get the 
conversions rarely manage to replicate well without being accused 
of not using the host machine. Turrican changes things quite blood racing. First 
dramatically, with super slick scrolling taking you around some 


truly massive levels. All credit to Manfred Trenz for the original division stuff. = Zzap! 64 


C64 version as the gameplay was superb to start with and comes 
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across intact. 


The flow of the game is remarkably quick, its very easy to run into 
trouble and with some incredible mother aliens those continue-plays 
are very welcome indeed (the mega piranha fish may not be quite 
as good as its C64 brother, but it moves horribly quickly!). 


Rainbow Arts have taken the time to use the Amiga's capabilities 
with good compression techniques allowing each world to have all 
sub-levels in one load, a different tune per level (the level 3 music 
is even better with 16-bit power behind it), expanded levels and of 


LHOIA T¥YNIA AHL 


course, true Amiga quality use of colours and graphic detail. A 
great blast (the best I've seen on the Amiga) and one to really get 
the blood racing. First division stuff.’ 


94% - Zzap! 64 - Aug 1990 - Robin Hogg 


‘Get this. A demon with three heads is giving everybody bad dreams, 
so you have to get down to his place and use a vast array of laser 
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armament to "persuade" him to take the next bus out of town. Alas, 


being a security conscious sort of demon he's surrounded his gaff 


with all sorts of monstrous guardians and spiky platforms which The game has nice variety to 
can do you no end of damage, even with your heavy duty armour backdrops of the sprawling 
on. levels. 


The massive amount of firepower at your disposal makes this a 
terrifically satisfying blast, and what makes it even better are the 
game's great graphics and music -the sample-packed title track is 
particularly impressive Like I said, get this. 


A treat of blasting mayhem from the makers of Denaris.’ 


94% - C+VG - Issue 105 - Aug 1990 


34 3 275} 1 86h 019} 61 3) oe} 0314808 


‘Unfortunately not a great improvement over the C64, Turrican 
being good but far from outstanding sprite Shading is grainy in Hey Fish breath... What do 
place Backgrounds are generally effective and scroll smoothly. you call a Fish with no eyes? 
Although end-of-level monsters are the stars of the show — big, ..Psh. 

threatening and nice to look at — the shading on floating mines is 
excellent; very realistic indeed. 


FM TOWNS! 
a 


Energetic music and atmospheric sound effects add much to the 


game. The lightning bolt buzz being one of the most cinematic 
sounds I've heard in a computer game. Although not a particularly 


impressive Amiga game, it is the best pure arcade blast released 
for the 16-bit Commodore so far this year.’ 


92% - Games Machine - Issue 30 - May 1990 a ae oe Ties 

45) 4¢ 167) 198) 020) 613) o26) 0443908) 
The range of weapons at your 
disposal, is mightily impressive. 
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The game has some cool jet 
pack flying level, turning it into 
a more traditional shoot ‘em 


, | | €3) 
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fe 


Some of the bosses are far too 
easy to defeat, if you have the 
right weaponry to hand. 


DOD 


De 


TODO 


The plasma flame thrower las- 
cannon is by far the most 
powerful weapon. 


The game gives out loads of 
power ups, through often 
invisible blocks. 


‘Turrican gets more out of the Amiga than most of the Amiga games 
to date. Rainbow Arts ‘know something’ about the Amiga that other 
programmers in Europe and the US clearly don't. It is almost enough 
to restore faith that the Amiga is the best games machine money 
can buy despite rumours of things like FM Towns and Neo Geo's 
stealing its thunder. From a sound, graphics. and colour-use 
perspective it is simply head and shoulders above the rest,’ 


912/1000 - ACE - Issue 35 - Aug 1990 - Eugene Lacey 


‘best to make a pancake out of you; next is a giant robot piranha. 
then finally there's a huge thrashing mass of blades, which traps 
you in the end room in an out-and-out battle. Variety is essential 
in this type of game and Turrican supplies it. 


The first level is a run along/zap the aliens affair. Level two is 
reminiscent of Denaris on the C64. and involves you in an all-out 
search for diamonds. Later levels also include a maze section, a 
vertically scrolling jet pack flight and a huge city which marks the 


end of your adventure. The graphics are, to can a term, arcade 
quality. All the aliens are well drawn and well animated, again 
similar to the Japanese style of clear cut, hi-tech design. The sound 
effects are of a similar high standard: a multitude of zaps, explosions 
and over twenty different tunes. Turrican is the best shoot 'em up 
I've seen this year. Definitely a game the discerning arcadester 
cannot afford to ignore.’ 


91% - CU Amiga - June 1990 - Mark Patterson 


‘Turrican has just about everything you could want from a shoot 
‘em up. The music and sound effects in particular are stunning, 
each one appropriate to the on-screen action, from the punchy first- 
level tune to the fourth world 'music' which reproduces part of the 
Alien soundtrack. 


Graphically you couldn't ask for much more from an Amiga: superb 
quality scrolling, masses of colour, smooth animation, plenty of 
objects on screen and some beautifully imagined sprites — all with 
great attention to detail (such as splashing effects when you emerge 
from water and sparks when gunfire strikes the walls). But of course 
none of this would be much good without quality gameplay -- and 
this is where Turrican scores highest. 


As well as the wide variety of weapons (you need a definite strategy 
to negotiate some areas), there's the continue system, a time limit, 
some very tricky aliens, hidden blocks (watch out for the massive 
ones on Worlds Two and Three), the gyroscope defence method, 
high scores saved to disk and a vast difference in the design of each 
world. 


Best of all though, is the choice between exploring every inch of 
the landscape and discovering all sorts of new features, or just 
blasting your way through a level as quickly as possible. A rip- 
roaring roller-coaster romp with impeccable aesthetics make this 
one of the best shoot 'em ups around.’ 


90% - The One - Issue 23 - Aug 1990 - Gordon Houghton 


‘As would be expected, the soundtrack is pretty impressive. It has 
the same rich sound as X-Out. Even more impressive is the scope 
f WiRh of the game. Each level seems to go on and on. Mapping this game 


Meas) = could be a full time job. Just when you think you've reached a dead 


OR 
UP? 


end a stray shot knocks down another wall and reveals another few 
screens of danger to you. In view of the depth of the game, the end 
of level nasties are a bit disappointing but they're about the only 
thing in this game which is.’ 


90% - Zero - Issue 8 - June 1990 - Paul Lakin 


‘The gameplay itself isnt particularly groundbreaking, but it is 
frantic, fun and extremely well presented, and should appeal 
immensely to fans of the old, ‘spraying bullets’ genre.’ 


9 - Amiga Format - Issue 13 - Aug 1990 - Maff Evans 


‘After the release of the superb, X-Out, Rainbow Arts have come 
up with another corker, this time called Turrican. Once again, it is 
a shoot 'em-up, but you control a man that can leap across abysses 
and destroy huge mechanical fists. 


The power ups are numerous, and at times it can be seen that hints 
of other games have been included, but this doesn't detract from 
the overall appeal - quite the opposite in fact. The best platform 
shoot 'em-up I've seen in a long time.’ 


83% - Amiga Action - Issue 10 - July 1990 - Alex Simmons 


[Other Reviews: JK: 
S: 81.25%, D: 8/10 R: / 


G: 87%, J: 87%, 
: 82%, O: 5/5] 


CHEATS 


Play well enough to reach the high-score then enter your name as “BLUESMOBIL” 
then when you start the game you will have 99 Lives. 
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Some of the later levels are ss 
really quite pretty in the game. = 
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The game is massive, both in 
the size of the levels and 
number of them, you need to 
beat.. 
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The final end of game boss, is 
tough to beat. 


Well done, you have liberated 
the whole world from the evil 
empire... Now where are those 
dancing Ewoks? (I think you 
need to go for a lie down -Ea). 
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FACTOR) 


Turrican 3 


£25.99 - 


- 1 PLAYER - 1 DISK - 


A port of Mega Turrican, this third in the series I 
still feel is more at home on the Amiga. Seen by 
many as a misstep in the series. I personally don’t 
agree, within many ways this being one of my 
favourites. It is true this is very different game, to 
the first two. Gone are the sprawling levels, and it 
replaces with a more streamlined and focused level 
design. I like this decision, with it easier to not get 
lost like in the fist two. Also this time. the Turrican 
suit, has a Bionic Arm rope you can use, to swing 


yourself across or up inaccessible levels. 


The biggest thing for me though is Chris Hiilsbeck’s 
music. As a collected works of tunes in a single 
game, this for me is the best of all time, and I 
regularly listen on playlist this games album, with 


his tunes never getting old. 


As to the game itself, the game is shorter than the 
other two, and some of the later levels, do go 
downhill in their design quality. But for the most 
part, this is a wonder sequel to the series that I 


wholeheartedly recommend you try. 


RAINBOW ARTS / RENEGADE - 
[M|V] 
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FACTOR 5 - 1993 


SAMA mS 
* * x * § 

SCORE Z 
The game is quite a departure in 


level design to the other games. 
Being more linear in style. 


WHAT THEY THOUGHT ‘Turrican 3 is one 


- 9F# 


‘Turrican 3 captures the spirit and playability of the original series 


of games. If you want a game that not only plays well, but looks played on the An 
and sounds good. Then Renegades blaster is ideal.’ 


o - Amiga Computing - Issue 67 - Dec 1993 - Jonathan Maddock 


C NVOTUUNL 


‘Turrican 3 is one of the best platform games I've played on the 
Amiga. The 28 tunes ore breathtaking and Chris Hiilsbeck should 


win an award for the best Amiga music I've heard. It complements 
the frantic pace perfectly, as does the brilliant FX. AND the whole 
lot can be listened to in Dolby Surround. Add to this gr graphics 
with heaps of background an sprite variety, a well set difficulty 
level that can be altered as you get better, mix the together and 
you've got a game that you better go and buy right now!’ 


o - C+VG - Issue 145 - Dec 1993 - Deniz Ahmet 


LHOIA TVNIA AAL 


‘Overall, Turrican 3 is a quality blast, with inventive levels, a good 
arsenal of weapons at your disposal, and some excellent graphical 


touches The first two games suffered from rather mechanical LEGO- 
% 


like level design whereas this new offering provides five distinct 
levels, all of which are highly imaginative in their layout and the One new addition to the Turrican 
challenges they set There aren't many Amiga shoot-em-ups this good Assault suit, is a grapple hook, 
on the market.’ “Maybe too short, but definitely the best in the that lets you swing to higher 
series so far” platforms. 
- CU Amiga - Nov 1993 - Dave Stone : : : 209 


‘This type of game is never going to get on exceptional score from 
me. As for as I'm concerned it is for too limiting to ever have any 
real lasting appeal However. Turrican 3 will do better than most 
It is unusual for a game like this to hold my attention for more than 
a couple of minutes. Blastar did it last month, and now Turrican 3 
has done it again. I can't find a motor fault with this game. If I 
were you. I would still check out Blastar first though.’ 


$1°% - Amiga Action - Issue 51 - Dec 1993 - Steve McNally 


The bosses you encounter in the 
game, are really quite impressive. 


The game feels the most console 
like experience on the Amiga. 


The intro setting the story has some awesome artwork. 
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The variety and detail to each 
of the different levels, really 
drives you to see what comes 
next. 


The under water parts of the 
game are really annoying, 
slowing the action down. 


But the next level, jumping 
from flying car to car, more 
than makes up for it. 


The multi layered parallax sky 
on this planet is incredible. 


‘Phew crikey! Before I sat down and loaded up Turrican 3 I was a 
bit dubious as to whether I fancied sitting through a couple of days 
of more of the same. Well, it is more of the same, but it's bloody 
brilliant and definitely the best of the trilogy. 


This is probably down to the level layouts which, unlike the first 
couple of games, actually guide you in the rough direction you 
should be going so there's no needless wandering about. Of course, 
there are a few dead ends but these usually contain a few necessary 
power-ups so your journeys are never wasted. 


Talking of power-ups, Turrican 3's are simply awesome and easily 
the most destructive and visually impressive weapons you're ever 
likely to find on the Amiga. Add to this the rope-thing Bren fires 
and you've got a formidable and aesthetically-pleasing armoury. 


There are some really tricky parts which test even the fastest 
reactions but they're still a joy to play and never really become too 
frustrating. Graphically, it can't be faulted - the parallax is 
gorgeous, the explosions eye-poppingly good and the real-time 
sprite rotations a brilliant and welcome inclusion. Even the sound 
is fairly unique - the in-game tunes and effects are Dolby-tastic! 


Turrican 3 must surely rank as one of the most technically impressive 
arcade games to hit the Amiga and, although the sprites flicker in 
places, the sheer amount of stuff that's going on more than makes 
up for this. The only real problem with Turrican 3 is that it's very 
easily completed, even on the toughest of its four difficulty settings. 
It's a shame because, that apart, it deserves to score a damn sight 
higher. Nevertheless, if you fancy an all-action blaster then this is 
most definitely for you.’ 


79% - The One Amiga - Issue 62 - Nov 1993 - Simon Byron 


‘Although it doesn't introduce any new concepts to the platform 
shoot-em-up theme, Turrican 3 is a well-crafted enjoyable game 
that hits all the right buttons.’ 


77% - Amiga Format - Issue 54 - Xmas 1993 - Richard Jones 


‘Turrican 3's short-lived energy and its visual and sonic effects, 
mean this isn't as big a bugbear as in the previous offerings, but 
its still annoying. Some of the levels sprawl a bit, too, with more 
than their fair share of unseen deaths and awkward need-the- 
harpoon bits — very annoying when you're up against the clock. 


On the plus side, the graphics are cool (though, again. derivative 
— if I see one more Alien-inspired sprite I'll scream) and the action's 
fast and furious Its really a missed opportunity, though. We expect 
more from a sequel than a straight rehash of old ideas. Not bad, 
but of little use if you've already got one of the earlier games.’ 


69% - Amiga Force - Issue 13 - Xmas 1993 - Ian Osborne 


‘Its almost as if this was Turrican 2, only with a rope to swing 
from. Come to think of it, it genuinely IS Turrican 2 with a rope to 


swing from, so it depends whether you're into one-dimensional A 
arcade action of the big-levels-and-lots-of-platforms variety. Its a 
technically ID sound but just a bit vapid and uninspired.’ ' 
a 
62% - Mark Winstanley - Issue 31 - Nov 1993 - Mark c 
Winstanley o 
SCORE : ENERGY ~ 
[Other Reviews: J: 88%, AD: 88%, ACP: 76%, AUI: 74%, D: 2/5] i . 
The games goes very H.R. = 
Giger and Aliens near the end. RS 
CHEATS N 
x 
During the game type the following: ss 
es) 
“ETERNITY” - For Infinite Lives. > 
a 
“ROLLING” - For Infinite Energy. eS 
massive and really quite = 
“BEAMMEUP” - To skip to next level. impressive. A lot better Q 
after those weak H.R. x= 
“DESTRUCT” - To have gargantuan bombs. Giger levels. = 
SUPER TURRICAN GAMES 
The Turrican series did see two additional entries to 
the series with Super Turrican | and 2 on the SNES 
console. These are phenomenal games, remixing the 9 S 
Amiga music of the first two Turrican games and . ae ORE 
adding new tunes as well. Factor 5, who did the SUPER NINTENOD { 
GE PAL VERSION Co Zit 


SNES games Super Star Wars series and Indiana 
Jones: Greatest Adventure, again show their mastery 
of the SNES hardware. Very hard and expensive to 
but the originals today, these overlooked games should 
be seek out and played as well. See below, how best 
to play these today (including the Director’s Cut 
version of Super Turrican 2 - they had to scale back 
the original release, due to lack of allowed ROM 


2 


NN eresrey & 


GE PAL VERSION 


storage on the cartridge. 


TURRICAN ANTHOLOGY COLLECTION 


Turrican has had many home ports, but the Turrican Anthology collection Volume 1 and Volume 2 is 
the best one to get (pay for this one and not the cheaper Flashback Collection). Available on PS4 and 
the Nintendo Switch (why no Xbox -Ed). It’s expensive with each volume being £30 (so best wait for 
a sale). But it will give you every single Turrican game, including the expanded Director’s Cut and 
Score Attack versions. The best feature though is having an options to play the original music or the 
remastered CD versions of all the tracks by Chris Htilsbeck himself. 


Turrican Anthology Volume 1: 

Turrican (Amiga), 

Turrican II: The Final Fight (Amiga), 
Super Turrican (SNES), 

Super Turrican Director's Cut (SNES) & 
Mega Turrican Score Attack (Mega Drive) 


Turrican Anthology Volume 2: 
Turrican 3 (Amiga), > ee AG Bee 


Mega Turrican (Mega Drive), 


Mega Turrican Director's Cut (Mega Drive), These volumes are overpriced (so try to 
Super Turrican 2 (SNES), get on sale.) But the two volumes 
Super Turrican Score Attack (SNES) undeniably are the best way to play all 


the Turrican games, with all the extras. 


RRIAN IIT 


. = PAYMENT DAY” 


COMMODORE 
AMIGA 


Use the joystick to select a course and press fire. The race begins. 
Drive your race-tuned Baja Bug along the race track, passing through 
gates and collecting flags for points. Time gates give you an 
additional two seconds on the next leg so drive through them if you 
can. Collecting the flags in the specified order gives you extra points. 
Avoid hitting the fences, walls, trees etc. as they flip your buggy over 
and slow you down. You are competing against the clock so don't 
waste time, push the pedal flat to the floor. Try jumping obstacles by 
hitting the logs that lie across the track. Show off your driving skills 
by running over molehills and tree stumps, tipping your car onto 
two wheels — see how long you can keep your buggy in this trick 
position. Fasten your seat belt for the ride of your life. 


© Elite Systems Ltd 1987 Licensed from © Taito Corp. Original game developed by Tatsumi Electronics Co 
1M ‘Buggy Boy’ owned by Taito Corp Export outside Europe and Australia prohibited 


Les consignes 
compleétes sont volistandige 
Full instructions are imprimées sur la Anwei/sungen sind 
printed on the petite feuille in den beifugten 
enclosed leaflet ci-incluse. Blattern gedruckt. 
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#35: Bu Bo 

e 
£24.99 - ELITE - IN-HOUSE - 1988 - 2 PLAYERS (T) - 1 DISK [M|V]|0O ] 21) 


A wonderful port of Tatsumi’s 1986 arcade racer Buggy Boy (or Speed 
Buggy in the US). In the game you must race around five tracks, 
dodging the obstacles and collecting the flags for points, against a very 
strict time-limit. What is wonderful with the game, is to either race for 
completion, and so riding under the Time banners, and try not to hit 
anything. Or go for score, where you must collect the flags and try to 
get them in order of colour to gain extra bonus when the flags flash. 


Also you can hit tree stumps or mole hills and go all “Dukes Of Hazzard” 
and two wheel your Buggy for as long as possible for extra points. Or 
hit a fallen log and jump your Buggy in the air to reach previously 
inaccessible goodies. There are even footballs which appear that gives 


you an extra 2K points for Buggy hoofing the ball into the stratosphere. 
Hit a tree-stump, and you can go all Dukes of 
That is what I adore with this game, there is so much charm and nuance, Hazzard two-wheel driving for extra points. 


that you always want to come back to it, to better your time, to better 
A tthe tt ta tt 
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your score. 


wor 


Each of five tracks are suitably varied as well and can be tried in any 


4 


order. Offroad is muddy and dusty, and a great introduction track to 


a 


learn the ropes. North is frozen and ice ridden, with fir trees everywhere. 


Fe a ee 


East has Pyramids, desert and slopes (probably the sides of the FE ASB NER MR 


Pyramids), you can race up, to avoid obstacles. West is Mediterranean/ 


SELECT YOUR COURSE 


South of France Riviera vibe, with orange sunsets. Finally South, is BY MOUING 


also a Southern Europe vibe, with palm trees and dark blue skies. THE JOYSTICK, 
THEN 


The port is very faithful to the Arcade original. Gone are the other PRESS THE FIRE-BUTTON 


buggies which frankly were annoying in the arcade. The Buggy is a 


bit smaller, and of course it’s only like the one screen version of the 
arcade. But beyond that, the game plays perfectly, and is just as There are five tracks to choose from, each 
addictive as the original it is based. depicting a different part of the world. 


|_| WHAT WE THINK? 


DRISKY SAYS: 


OK, I admit it! Buggy Boy is, higher up this list, because of me, and 
my nostalgic memories of this game. You see, when I first saw the 


Amiga at a friend’s house, this is one of the games they had. I instantly 
fell in love with obstacle dodging racing perfection. Finding the game 
so addictive and exciting. Still to this day, whenever I play my Amiga 
I always crank this game up first and give it a few hours re-play, 


More recently I have had the pleasure of playing Buggy Boy (under it’s 
US name Speed Buggy) at Arcade Club in Bury, and always trying to 
complete all the tracks and cursing the other buggies (they aren't on the 
home ports.). But why do I love it so much? Well its the score focus, 
plinky music and SFX, the two wheel, the jumps, the fun. Basically for 
me the game never gets old. 


RETRORIC SAYS: 


Ooooofff, our first driving game entry into the top 50, and boy what a 
corker it is. As I type this I know (re-assembler on youtube) the guy 


behind the Cannonball Outrun engine is busy building an Amiga version 
of the game from the ground up and it's looking mighty impressive. 


What you get here with Buggy Boy is what we should have had with 

Z ‘| 6 the Amiga version of Outrun. A tight arcade racer with great graphics, 
sound and playability. Like the Drisk I quite enjoy the lack of CPU 
controlled buggies on the courses. It makes the game feel more pure, 
like you're on an obstacle course and this makes the Amiga version a 
great alternative to the arcade original as you get a slightly different 
experience, but equally compelling. 


KINGY SAYS: 


This conversion is, in my opinion, the best one you can play at home. 


People will have their own nostalgia for it, depending on which system 
they own it for - but even if you pit the ST (sorry for mentioning it 
in an Amiga book) against the Amiga, it's a very close battle, but this 
version runs that little bit smoother. It's still a joy to play today, and 
it admirably brings the joys of the arcade to the small screen. I say 
that excellent-looking triple monitor version in the arcade still trumps 
- if you were lucky enough to play that - but this is the next best 
thing. 
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WHAT THEY THOUGHT 


‘T must say I think the 64 version is the best racing game around, 
so I was holding my breath (don't try this at home, kids!) In 
anticipation of the Amiga conversion. I am not disappointed! Amiga 
Buggy Boy retains all of the 8-bit's playability and, if anything, 
gains a lot due to its fantastic authenticity to the arcade original. 


The only graphical differences to Tatsumi's coin-op, are the small 
reduction in buggy size and a bit slower screen update. These 
differences already minor, aren't noticed when involved in the totally 
absorbing races, and - short of a steering wheel, gear stick and 
accelerating pedal - it's just like playing the arcade game, as sound, 
too, is faithful to the original. 


I was actually swaying in my seat when trying to coax the buggy 
around curves - it's that good! £25 isn't really an amount of money 
to spend lightly, but you can buy Buggy Boy safe in the knowledge 
of dosh well spent.’ 


92% - Zzap! 64 - Issue 42 - Oct 1988 - Gordon Houghton 


‘The graphics show off the Amiga's capabilities nicely with lots of 
smooth, fast action. The buggy is very responsive, accelerates 
quickly and is animated well Its initial appeal is high and its great 
fun to play, but there are two problems that drag it down a little, 
It's a bit too easy to beat, and with the recent spate of Out Run 
types games it has aged quite rapidly as a game format. Still a lot 
of fun but it won't last that long.’ 


833/1000 - ACE - Issue 11 - Aug 1988 


‘Adding enormously to the fun are dark and winding tunnels, sloping 
embankments which you can glee-fully drive your buggy up — like 
a wall-of-death rider, footballs which take off like scalded cats when 
struck, puddles of gunge which momentarily slow you down, and 
logs which when hit, surprisingly send you soaring through the air 
—handy for leaping obstacles. And most fun of all are the mole-hills 
and tree stumps which, when struck, tip your buggy on its side 
allowing you to zip along on two wheels for as long as you can 
keep it in that position. 


This technique is essential for dodging round some of the more 
fiendishly placed obstacles. Assuming you make it through one leg 
of the course in time, there's no rest — you race straight on to the 
next stage. A pause facility on the left hand mouse button useful. 
The joy-stick hand begins to wilt after five punishing, non-stop legs. 


Nifty sound effects, jolly jingles, bright colours, clean and cute 
graphics, fast and smooth action and a well varied content makes 
Buggy Boy a joy to play. The challenge of completing all the courses 
and then trying again and again to better your score ensures that 
this is a game that will not soon be consigned to the attic. A lively 
and lovely, non-violent game. Nice one, Elite. 


81% - Amiga Computing - Vol 1 No 3 - Aug 1988 - Bob Chappell 


‘Nifty sound effects, jolly 
Jingles, bright colours, clean 
and cute graphics, fast and 
smooth action and a well 
varied content makes Buggy 


Boy a joy to play.’ 


- Amiga Computing 


Its all about avoiding all the 
obstacles and collecting flags for 
points, against a strict time limit. 


Hit a fallen log and you can 
jump in the air to avoid obstacles 
in your way, and collect much 
needed extra time bonuses. 


The North track is frozen and 
cold, what out for those ice 
patches that will make you skid. 


404 DONE - SEH 


= ‘Buggy Boy is so appealing. The graphics are lovely and large. lust 
i) noramie' as they should be, with very fluid animation all round, and colour 
put to very good use The sound is nice, and matches the ‘cute’ 
nature of the game with lots of bells and little jingles. Unfortunately, 


there isn't much in the way of a soundtrack. 


I'm sure that if Elite had put a summery Out Run style tune on the 


title screen, it would have spruced up the game no end, Presentation 
The North Track has some is good too, with a neat demo mode, easy to use menu, and a 
tough obstacles to negotiate. separate hiescore table for each course. But what really stunned 
me, more than any of this, was the totally awesome gameplay. 


The buggy is soooo responsive, and is such a joy to drive, I found 
myself loving every minute of my time with it Even though I hate 
to use the word, it's incredibly addictive. You have to play it to 
believe it In fact, even though its a relatively simple game, I can't 
see interest waning for a long time to come, It really is that good. 
Having played Buggy Boy many a time in the arcade, I can say that 
Elite have done a marvellous job on the conversion, capturing not 
lust the look, but the feel too, and this bodes well for their future 


The East track also has some Amiga conversions Ikari Warriors and Space Harrier.’ 
cool slanted sections to race up 
againt. 8/10 - Commodore User - July 1988 - Gary Whitta 


‘ALREADY available on the Spectrum, Amstrad CPC, Atari ST and 
Commodore 64/128, Elite's conversions of Taito's fun Baja Bug 
racing game conclude with the Amiga version. The buggy is smaller 
than its ST counterpart, having a very slightly squashed appearance. 
The sound effects are surprisingly poor, just the title tune, noise of 
the engine and a musical interlude when collecting bonus flags. 
The high degree of playability that existed on other versions is still 
present — but without effective sound, it not as entertaining as the 


ST game.’ 

The West track is more 

Mediterranean in its look, with 77% - The Games Machine - Issue 9 - Aug 1988 
French style lamp-posts and 
gorgeous sun-set orange sky. Re-Release: ‘BUGGY BOY Encore Amiga/Atari ST. £9.99 Tatsumi's 
most famous coin-op is a rough race in a robust Baja Bug. The five 
selectable courses — Offroad, North, South, East and West — are 
each divided into five stages that must be completed within a tight 
time limit, as well as the tortuous curves of each course, walls, 
rocks, trees, water and more are obstacles than can cost valuable 
time time. 


Steering into flags and through gates earns bonus points. Graphics 


and sound are both pretty close to the original (the ST not quite so 

accurate on the audio side), not vastly difficult as Buggy Boy is 
Riding on two wheels whenever one of the older coin-op racers. Background/obstacle on detail but 
you can, is essential if going for road perspective is accurate and fast, and the buggy sprite's very 
score as opposed to just good. 


competing the track. 

Although there aren't any opposing vehicles, there's still plenty to 
do in Buggy Boy. Dodging obstacles and negotiating curves is 
enough to fill the stages, often more than enough, then there are 
flags and point gates to divert you from your path. Interaction with 
obstacles is useful, logs to make the buggy jump. a tree stump or 
stone to make it run on two side wheels — useful to get through 
narrow gaps in walls/barriers — and there's the infamous football 
to hit for bonus points. In short. the best budget racer available.’ 
88% - The Games Machine - Issue 33 

- Aug 1990 - Warren Lapworth 


The West track has lots of water 
you need to avoid in the game. 
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[Other Reviews: G: 90%, D: 3/5 R: ZZ: 90%, Z: 83%, AA: 78%] 
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WHO MADE IT Richard Frankish - Programmer & Graphics 
Starting on programming Mastertronic’s game Pool on the 
Martin Ward - Programmer & Graphics Amiga and ST. After Buggy Boy Richard did further Amiga 


His first game was Pheenix on the ZX ports of Space Harrier, Ghost ‘n Goblins and the NES and 
Spectrum, which was a fantastic clone of Gameboy port of Joe & Mac: Caveman Ninja. 

the Taito’s Phoenix arcade game. Then 

after Buggy Boy (or Speed Buggy in the Moving to the SNES and Mega Drive, he worked on Dirt 
US) released James Bond Live and Let Racer, College Slam and then on the PS1 and Saturn he 
Die on the Amiga, which was essentially worked on Frank Thomas Big Hurt Baseball, Batman 
Buggy Boy in a boat and a gun (this was Forever, All-Star 1997 : Featuring Frank Thomas, 

also released as the game Aqua Blast). He Forsaken 64, Shadow Man, Mike Tyson Heavyweight 
continued on arcade ports to the Amiga, Boxing, Robin Hood: Defender Of The Crown, Lion The 
bringing us Paperboy and Commando to Witch and The Wardrobe (PS2) and Taito Legends. He then 
the machine. His final game released was moved to Rockstar Games and has worked on Grand Theft 
the Amiga and DOS port of SEGA’s World Auto: Liberty City Stories (PS2), Manhunt, GTA: China 
Championship Soccer. Town Wars, Red Dead Redemption, LA Noire, GTA V, 


Forsaken Remastered, Shadow man Remastered and Red 
Dead Redemption I. 
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#34: Wings 7 


£29.99 - MIRRORSOFT - CINEMAWARE - 1990 - 1 PLAYER - 2 DISKS [ | ] 


Opening with a moody animation of the 1903 Kitty Hawk Flyer, the first 
powered flight masterminded by the Wright Brothers. A final quote sets the 
scene “We thought we were introducing into the world an invention that 
would make further wars practically impossible”. As the text fades with an 
ominous drum beat, you're presented with another animation of a dogfight 
over Europe, before a bombastic military tune and the Wings logo appears. 
This is where Cinemaware really shines, with a really moviesque 
presentation style that gets the imagination flying. 


Live in the shoes of Waldo P. Barnstormer, a fictional British World War 1 
fighter pilot in the 56th squadron, as you tell your stories about the war in 
the squadron journal and fly in various missions across Europe. You can 
choose a pilot of your own name if you wish, but first you'll have to fly 
training missions to earn your wings before you go into combat. 


There are 3 main gameplay types in Wings. First you have an isometric 
affair where you strafe supply trains or convoys at low altitude. The second 
style is presented like a 1942 style shooter but sees you attempting to drop 
your payload on pre-planned buildings or installations which help the war 
effort. The third style of gameplay is where Wings really shines, and its in 
this 3D view where you participate in thrilling dogfights against the Hun 
in their red Fokkers. 


Wings is a long game for the time, taking you from march of 1916 all the 
way up to the conclusion of the war in 1918, across 250 odd missions that 


authentically tell the story of World War 1 through the point of view of a 
pilot. 


&) WHAT WE THINK? 


RETRORIC SAYS: 
What a game this was back in the day. OK, the strafing missions are 
arduous and last too long and the bombing missions tend to be rather 


easy. As long as you're interested in the contents of the journal entries 
and you constantly try to improve your dogfighting skills, it's a really 
enjoyable game. 


There's nothing worse than being in a 5 on 7 arial battle with the cream 
of the German air force, only for your damn guns to jam. You then go 
climbing high up to the stratosphere whilst you hope that no one follows 
you, as you wait for them to unjam. If you manage that, you then 
divebomb back into battle hoping that your allies haven't been wiped 
out, making the odds even more difficult. 


2 2 4 I remember at one point during the war, the Germans pushed really hard 
and in some battles you're outnumbered 4 to 1, like 20 odd German 
planes to your 5 planes on a bloody escort mission. Surviving those, 
even if the battle was lost, was an achievement all in itself. 


Brilliant game, I still go back to it, even If the 3d does feel a bit sluggish 
nowadays. 


RGDS AMIGA TOP 50 GAMES 


WHAT THEY THOUGHT 


The Australian 
COMMODORE 
and AMIGA REVIEW 


‘Wings is a brilliant game. Its both atmospheric and easy to get 
into. It comes with Cinemaware's usual brilliant presentation and 
can hardly be faulted. At the moment its one megabyte only, although 
Mirrorsoft claim there will be a version for un-expanded machines 
coming along. Let's hope it happens soon. It would be a shame for 
anyone to miss out on such an excellent game.’ 


94% - CU Amiga - Oct 1990 - Mark Patterson 


‘Wow! This is fun! In fact, it's probably the most enjoyable 
Cinemaware game yet because you don't have to work out strategies, 
just get in the air and get blasting! The strafe-the-trucks section is 
great and the bombing mission is better than most Amiga up-the- 
screen shoot ‘em ups, but the best bit is undoubtedly the 3D section, 
because it's just been so perfectly programmed. Away with 
complicated dials and gauges - just follow the pilot's nose to the 
enemy, then blow his wings off and watch his plane plummet 
downward. 


As usual, Cinemaware have slaved to get the game's atmosphere 
perfect, and the superb graphics, sampled aircraft sound effects 
and even the post-mission piano ditties re-ally recreate the sights 
and sounds of the period. The game starts off quite easy, but with 
over 230 missions to fly Wings is going to keep even ace pilots 
entertained for many a happy hour.’ 


94% - C+VG - Issue 107 - Oct 1990 - Paul Glancey 


‘Graphics are excellent. The clever mix of filled-vector and bit map 
styles gives an unequalled sense of realism. The screen displays a 
view from directly be-hind the pilot, with the upper wing of your 
bi-plane spanning the top of the screen. 


Between the struts you have a clear view of the action, including 
enemy planes and the pleasant rural landscape below. As you bank 
and turn, the scenery spins past at an alarming rate. The effect is 
so convincing that you may need to keep an air-sickness bag on 
hand beside your computer. 


As you'd expect, there are no high-tech frills in your cockpit. In 
fact, there's no instrumentation at all. You'll soon discover exactly 
what it means to fly by the seat of your pants. The sound of your 
engine provides essential cues - bank or climb too steeply and you'll 
hear it sputter and cut out. With luck, it will restart as you nose-dive 
towards the wheat fields below. But maybe not. Wings is a brilliant 
game. It's got atmosphere, it's got action, and it's got loads of style. 
Although the retail price of $79.95 is certainly not cheap, I'm happy 
to recommend it as top value for your gaming dollar.’ 


94% - ACAR - Vol 7 No 11 - Nov 1990 - Phil Campbell 


‘with over 230 missions to 


am 
fly Wings is going to keep & 
even ace pilots entertained z= 
for many a happy hour.’ S 
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Weleohe to the SbTH) Lienrenant) Io colonel Farrah and 
Tdecide when youre tit to Hy, Since you did/such a 
nice job tiling your transfer you aet to keep the 
Squadron journal) 


Before you can get your wings, 
you chat to the top brass. 
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The Dog-fighting sections, are the 
best bit in the game. 


The cut scenes are pretty cool, in 
setting the atmosphere. 


‘Shooting down an enemy plane take more that a few hits as you 
can see by the number of holes which appear in your fuselage each 
time you are hit. When not challenging the German planes you are 
flying low strafing enemy troops or trucks or dodging flak as you 
home in on your target with your deadly cargo of explosives. 


It is unlikely you will survive the war with just one pilot but this 
does not matter as the war progresses so do the scenarios and every 
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Pda fet ny ane now and again a new features appears to delight A refreshing change 


a = a Wiha . 
to the go faster scene of today and one that will educate as you 
blast.’ 
Part of the game is seeing the 93% - Your Amiga - Nov 1990 - Adrian Pumphrey 


kill board and seeing your 

pilots progress in the game. 

‘As you might expect from a Cinemaware production, Wings has an 
impressive cinematic feel, from the dramatic opening sequence and 
credits to the shot of the members of each patrol peeling off at the 
start of a mission. 


The whole package manages to create an effective atmosphere which 
is enhanced by a quality soundtrack. Wings has a lot more playable 
action than Cinemaware's other similar works, and even though 
there's a narrative sequence to it the urge to continue playing is 
strong - even if you do manage to complete all the missions. 


The only real problem is the seemingly endless disk swapping 
required if you don't possess a second drive. Still, fora more 


A clever part of the game, is authentic experience of life in World War One you'd be hard pushed 
reading the diary entries of the to top this.’ 
pilots. This makes you feel 

220 empathy for them, and so caring 91% - The One - Issue 25 - Oct 1990 - Laurence Scotford 


in their mission’s success. 


‘Wings is the first of a flurry of First World War flight simulations 
on the brink of re-lease. Whether any of the rest can come up to 
these high standards I doubt very much. By the way, make sure you 
get hold of the right version for your machine. The only difference 
in the half meg version is the omission of part of the intro, so no-one 
misses out. Make sure you don't miss out. Get a copy now!’ 


90% - AUI - Vol No 1 - Jan 1991 - Toby Horgan 


The in plane, is so playable, 
really putting you into the fly-by- 
the-seat-of-your-pants action. 


‘In fact one of the faults of Wings is the amount that has to be gone 
through before getting into the air. The missions themselves are 
fairly short and don't require you to return to base once they're 
completed. 


Sometimes the whole thing's over in seconds, then you're back with 
the Squadron journal and dear old never-worn-a-black-silk-corset- 
no-not-on-your-life Colonel Farrah. You seem to spend more time 
on the ground than in the air. This might be realistic but it's also 


a bit boring. But at least on the ground you get treated to some 
attractive graphics and once in the air there's no doubting the 
excitement. Wings is an atmospheric and exciting game in a new 
and challenging arena.’ 


87% - Zero - Issue 13 - Nov 1990 - Paul Lakin 


The isometric attack runs in 
your plane, against the ground 
troop is another fun section of 
the game. 
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‘Tally-ho chaps! Bandits at six o'clock, zero bravo, I etc! Yup, once 
again Cinemaware's highly polished presentation generates such a 
fantastic, authentic atmosphere that you can't help but get deeply 
involved in Wings. Mission briefings, reports, journal entries and 
more set the scenes brilliantly, though frequent disk-swapping can 
be a bind. Earning your wings is easy but things toughen 
considerably when you join the squadron. Zaxxon let me reach 
grotesque strafing and 1942-style bombing runs are a hectic mixture 
of dodging and hastily aimed and timed firing/bombing — sit still 
for more than a fraction of a second and you're in trouble. The 
dogfight flight sim (tongue-twister time!) is the real tester, however: 
I've embarked on many, many such missions but only scored one 
kill (embarrassing!)! 


Although the 3-D is a little slow and jerky, it's the dogfights which 
work best and generate most excitement, cries of Kill the fokkers1 
resounding around the office! Some of the sprites are pretty drab 
but generally graphics are as professional and true to life as you'd 
expect from Cinemaware,as are the sound effects. Tunes are 
pleasantly patriotic, although there's a terribly irritating accordion 
piece every so often. Minor faults aside, Wings is a varied biplane 
bonanza that any potential scourge of the skies should take the 
controls of.’ 


83% - Zzap! - Issue 67 - Nov 1990 - Warren Lapworth 


‘Wings is a slight departure from the usual Cinemaware style in 
that there is no ‘plot' as such, like in Rocket Ranger or It Came 
from the Desert. Events occur and you take part in them, but the 
end goal can seem a little nebulous at times. However the 
presentation, graphics, music, and effects are consistently excellent 
and the period atmosphere generated is marvellous. 


The main problem is that Wings is trying to be all things to all 
people. The Aerial Combat Missions are too unrealistic to satisfy 
flight sim fans - you can't alter flying speed, for example, and there 
is no taking off or landing - and the Bombing and Strafing Missions 
are too simplistic for arcade freaks. However, the missions get pretty 
tough, especially later on in the War. For all its shortcomings, 
Wings is fun to play, and fairly varied. If you want a flying game 
(and not a flight sim) where you can see the white of the enemies' 
eyes, then Wings is for you.’ 


825/1000 - ACE - Issue 38 - Nov 1990 - David Upchurch 


‘Despite the disk swapping, Wings has that seat-of-the-pants feel. 
Bombing and strafing are fun, but the dog-fighting makes the game. 
Here you struggle for kills while risking mechanical failure and 
instant death. Favourite fly-boys can be scrubbed from the roster 
for one mistake, making it edge-of-the-seat stuff all the way. Still, 
if you lose your current hero. there's always plenty of volunteers 
on the home front eager to replace him!’ 


79% - Amiga Format - Issue 16 - Nov 1990 - Trenton Webb 


Being called an Ace for simply 
surviving five missions, is as 
scary as it is accurate. 


Flying over the dastardly Hun and 
giving them a what for. Now... 
where are my fighting trousers? 


Taking out aerial observatory 
balloons is a nice change from all 
the nasty Fokker planes. 


Sadly even for the best flying Ace 
eventually you’ll get shot down 
entering the end of your 
adventure. 
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WHO MADE IT 


‘if It Came From The Desert was anything to go by, Wings should 
be something special. However, I think their standards have dropped 
and found Wings graphically and sonically good, but too repetitive 
- with only three arcade sequences, there wasn't enough variation 
between the different missions. Wings is a disappointment, and 
wasn't worth the full price tag.’ 


78% - Amiga Action - Issue 13 - Oct 1990 - Alex Simmons 


[Other Reviews: G: 93%, JK: 90%, D: 9/10, J: 71% | 


John Cutter - Designer Dan Pinal - Programmer & Designer 

Starting his gaming career with On- First ported Never Ending Story to the Atari 8-Bit. He then did 
Track: Computer Model Car Racing Alternate Reality: The Dungeon, before joining Cinemaware. Here 
(on Atari 8-Bit). He also did Star he did the programming on TV Sports: Football, Wings. He then 
Rank Boxing and GBA did some titles on CDI like Voyeur and Tetris. Later her was lead 
Championship Basketball: Two On programmer on Namco Museum and Pac-Man Fever. More 

Two, on the C64 and the terrible recently he worked on the engine that runs Space Marine 40K and 
Howard The Duck Amstrad and MSX. X-Com: War Of The Chosen and WWE 2k20. 

Things improved when he went to 


work for Cinemaware, where he did Greg Hammond - Music 

the art and produced Defender of the Did the original music on It Came From The Desert 1-2 and 
Crown, and designed The Three Wings. After gaming he went on to help score TV shows such as 
Stooges, The King Of Chicago, NBC's 'Generations', 'The Second Half, 'Seinfeld' and the 
Rocket Ranger and TV Sports syndicated series 'Stuntmasters.' and some music on Cartoon 


Football and TV Sports Basketball Network. 
games. After Wings he designed the 
RPG Betrayal of Krondor and he 
worked on Dungeon Siege 2 and 
Azada (Android & 3DS). 


Jeffery Hilbers - Artist 


Starting on Cinemaware’s King Of 
Chicago, Jeffery went on to do It Came 
From The Desert 1 & 2, Rocket 
Ranger, Dark Seed 2, 

Star Craft 64, Full-Spectrum Warrior 
and Tetris Evolution. 


Timothy Hays - Programmer 
Made the best bits of Wings game, 
with the in cockpit 3D dog-fight and 
Bombing arcade sections of the game. | 


John Simmons - SFX 

~ Worked on The Rocket Ranger, TV 
Sports Football, It Came From The 
Desert, After Wings, John worked for 
ESPN Baseball Tonight and Electronics Arts on John Madden 
Muhammad Ali Heavyweight Boxing , Football and its sequel ‘92 on the Mega 
on the Mega Drive. He also helped Drive and then did NHL Hockey, 


His first game was Down The Trench 
on Atari 8-Bit, R/C Stunt Copter, 


on the game Messiah. NHLPA Hockey '93, Bill Walsh College 
Football, College Football USA 96 
Randy Platt - Programmer and 97, NHL 2K6 and Major League 


Baseball 2K6. 
Beginning converting LA SWAT to 
Atari 8-bit.Then at Cinemaware 
Randy did Rocket Ranger, TV 
Sports: Football , It Came from the 
Desert. 


After Cinemaware he did NCAA 
Championship Basketball (on 
Amiga) ,Bio Freaks (Nintendo 64, 
PS1), Backstage Assault, WCW 
Mayhem, WCW (N64),Circus 
Maximus: Chariot Wars,Tiger 
Woods PGA Tour 2002, ,NCAA 
College Basketball 2K3, ESPN NHL 
Hockey & 2K5, ESPN College 
Hoops and addition programming on 
Armikrog. 


In 2014, they released 
a remaster of the game, 
which can be bought 
on PC and Steam right 
now. 
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You are the world’s 
leading serial combet pilot 
and it is you who must 
take control of the 

; Panther PX.-2. 


it ia you who must pot only blow apart every 
threatening meteor but alse repel the alien forces. 


Fear in for the weak. Mercy is for the foolish. Power, strength 
and victory are the only words which can mean anything to you - 
have you got what it takes? 


Thirty levels of hair-raising action. ? 
256 Colour graphics. 

12 channel Music. 

Four spectacular tunnel sequences. 

Hordes of stunning 3-D ray-traced enemies. 
Underwater missions, plus two special secret missions. 
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@ DEUTSCH 


Sie sind der beste Kampfpilot der Welt 
und Mussen mit dem Panther PX-2 in den 
Kampfoinsatz 


Sie museen nicht nur die bedrohichen 
Meteroren ZerschieBan, sondern auch die 
Luttstreitkrafte der Fremadlinge 
zuruckschiagen 


Angst haben die Schachiinge. Nur Narren 
kennen Gnade. Energie, Kraft und Sieg 
sind die einzigen Worte, die Ihnen etwas 
bedeuten 


Haben Sie das Zeug dazu? 


(Pp craneats 


Vous @tes le meilleur pilote de combat zu 
monde et c'est vous qui devez prendre les 
commeandes du Panther PX-2 


Vous dever ndn seulement réduire en 
miettes tous les météores, quelle que soe 
leur taille, mals également repousser bes 
forces ennemics 


La peur est uh sentiment reserve aux 
faibles. La pithe ent pour les ahots 
Pulssance, force et victoire sant les souls 
mots qui ont un sens pour vous - mais 
avez-vous la carrure qu’ faut? 


(P tautano 


Sei il pilota di aerei da combatuimento piu 
farnoso del mondo e dovrei assumere | 
comando del Panther PX-2 


Non dovrai solamente ridurre in briciobe 
tutte je mateoriti, indipendentemente dalle 
lord dimension, fim dovrai anche reaper 
gere le forze nernuche 


La paura 4 il sentimento dei deboll. La 
pieta 6 per gli stupidi. Potere, forza a wt 
toria sono le uniche parole che hanno per 
te un quaiche significato - sei proprio 
sicuro di essgre of nktezze del compito? 


436 


47] 
ell 


] 


HT) 


: ll 
4) 


»¢ 


} 


Wy 


a 7 


| 


~ 
2 


#33 : Super Stardus 


£29.99 - TEAM 17 - BLOODHOUSE - 1994 - 1 PLAYER - 3 DISKS (AGA ONLY) [M | V | CD32 V ] 


An AGA update of Stardust, this made it the superior version of the 
game to play, with some gameplay difficulty smoothing and making 
full use of all those extra colours. 


Made by Finnish developers Bloodhouse who are better known today 
for their post Amiga work, when they merged with TerraMarque another 
Finnish developer in 1996 and became HouseMarque. 


This was their first game and is essentially an update to Atari Asteroids, 
with whizzy bonus levels, where you fly and shoot through tunnels. 
That’s really all you need to know. Sure it has a plot about a scientist 
trying to take over the Galaxy and a sinister penguin boss (for some 
reason)... But all you need to know is its Asteroids with gorgeous 
backgrounds and ray traced visuals, a banging techno thumping 
soundtrack and solid arcade blasting action. In summary it is what Atari 
Blasteroids should have been. 


Going back to it today and the game still impresses with it still being 
as addictive as it always is. Play as a WHD Load hard drive file or on 
the CD32 version, as the constant disk swapping does annoy and the 
extra buttons on the CD32 joy-pad, so not having to press SPACE key 
with your toe is a welcome reason to play it on the CD. 


Prd 
ENERGY 


Mixing in with the Atari Asteroids clone 
shooter, is these cool tunnel war blasting 
sections. The fact on a floppy disk, these 
Finnish developers did a more visually 
impressive version of Psygnosis Microcosm, is 
really quite telling. 
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WHAT WE THINK? 


PXs¢ 


DRISKY SAYS: 


Not being much a fan of Asteroids as a game. I have always only dipped 
my toe in this game, with it not being my favourite. But for the podcast 
show and this book, I rolled my sleeves us and gave it a right good 
thrashing. This is undoubtedly the best clone of the Atari classic (pre 
2000), and the technical achievements of Finnish developer Bloodstone 
is still breathtaking to this day, and shows echoes of what wonderful 
games they would go on to do as HouseMarque (Super Stardust HD, 
Resogun, Nex Machina and Returnal etc). 


Of course it is still Asteroids, so still not my personal favourite. But 
that's just me (You’re just weird - Ed), but for those who enjoy this kind 
of arcade blasting will be well served here. 


RETRORIC 


Man, back in 1993, the intro for the original Stardust was sooo 
atmospheric and movie like, it gave me goosebumps. From the awesome 
movie soundtrack with the scrolling Star Wars like text, followed by 
that awesome ray-traced spacecraft which banks towards the screen then 
veers away. You're then greeted with an arcade quality title screen and 
a pumping techno soundtrack that was immensely brilliant. 


The main game is a souped up version of Asteroids, but the way it's 
done was so modern for the time it felt like a completely different game. 
All the quality of the intro carries into the entire product and is a real 
audio/visual delight. The addition of into the screen shooting missions 
and Thrust like gravity missions just add enough variety to keep the 
main Asteroids levels engaging. 


This is such a brilliant game and it would not have been out of place in 
an arcade cabinet back in the day, a true Amiga gem in every sense! 


KINGY SAYS: 


Out of all the very early years classics, I got more entertainment out 
of Asteroids. I loved the feeling of the inertia and the way the asteroids 
split apart, making the game harder. Now give this concept some 
steroids and the AGA love brush, and you have one of my most 
favourite shooters on the Amiga. This was a time when metallic shiny 
things that were generated on the screen made you stare in awe and 
praise - look at those space rocks! If I take my rose-tinted glasses 
off for a moment, I would say in retrospect that the spacecraft you 
control is a little too large for the play area. 


SUPER STARDUST 


AMIGA A1200/A4000 
BISK 1 
BOOT DISK 


© 19g Thaw 17 SOFTWARE LTD 


WHAT THEY THOUGHT ‘As polished Asteroids 


+ 
clones go, Super Stardustis = & 

‘The biggest selling point of the whole game has to be the graphics. ! 
The original Stardust impressed everyone from the point of view untouchable. The graphics ~ 
that all the asteroids had been rendered with full light sourcing, S 
but that can't prepare anyone for the sight of Light-wave-rendered QAV@€ extraordinary and the = 
asteroids the size of half the screen rolling around It all looks a) 
fabulous, to say the least. gameplay matchesthem.The « 
S 
Thankfully, the gameplay matches up Somewhat faster and smoother people who wrote this are by 
than the original Stardust. this rs the kind of game you can pick i) 
up in a moment. and then get hooked in the next A solid game from bloody clever’ S 
: ; n 
start to finish. Super Stardust has the kind of sheen that not many N 


games ever get close to, and if you re an AGA machine owner. you'd = Amiga Format 

be insane to miss it.’ 

91% - CU Amiga - Nov 1990 - Tony Dillon 
OeS3e 

‘As polished Asteroids clones go, Super Stardust is untouchable. dye? 

The graphics are extraordinary and the gameplay matches them. 

The people who wrote this are bloody clever.’ 


90% - Amiga Format - Issue 64 - Oct 1994 - Stephen Bradley 


‘For all its technical wizardry, Super Stardust is initially 


disappointing. Fans of the original will recall the ,stunning title 
music which announced that the game had finished loading. With Fans of Atari Asteroids will adore 
all the claims Bloodhouse was making during the Work in Progress, this great update. 

was expecting a title track ten times more jaw-dropping than even 233 
that. Sadly (and you could tell this was coming), someone favoured 
a stranger rave 'thang' which is, to be polite, rubbish. As are the 


sound effects, to be honest. Once you get over this, though, 


everything is exactly how it should be — traditional, uncomplicated 
gameplay wrapped up in eye-popping graphics. 


Most changes are purely cosmetic. The asteroids crumbling into dust 
is a nice touch, and the power-ups are now much more satisfying. 
But, once again, it's the tunnel sequences which really impress. 
Before, they just made you gasp — now they stride up and punch 
you in the gob. Several times. And they're by far the best bits to 


play, although this may have something to do with the fact that 
they're a damn sight easier than the rest of the game. In fact, the Between levels, there are these 
game's difficulty level is perhaps the most annoying part of Super great tunnel shooter levels. 
Stardust. Okay, so it is easier than the original (thank God) but 
with the strict time limits and rare energy boosters, it's going to 
take an extraordinarily talented gamer to complete this baby. 


Still, perhaps that's what you're after. As for whether you should 
buy this if you own the original... I'd say no, because the game's 
virtually the same (not that that's a bad thing). But as so few of 
you bought the original (you complete goons), this is the perfect 
opportunity to sample a slice of gaming brilliance. ’ 


90% - The One Amiga - Issue 75 - Dec 1994 - Andy Nuttall 


During the game you can bring up 
a menu to change the weapon you 
are using. 
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The game’s thumping techno 
tracks accompany the blasting 
action as well. 


Some of the end of level bosses, 
set in the fast moving tunnels, 
are the best visuals on the 
Amiga. 


The backgrounds to the levels 
are distinct and detailed, 
although sometimes it does 
confuse the onscreen action. 


Sinister penguin boss, is one of 
the games wonderful highlights. 


‘The mechanics have been tidied up since Stardust, and it obviously 
trounces the original on presentation. But I'm genuinely perturbed 
by the lazy ease with which I sailed through 60% of game. Hmmm, 
it is a great game, there's no denying that, and I hove little doubt 
that I shall be returning for another prolonged crack at it in a 
couple of weeks. So... subtract this, add that.. Yes. All things 
considered, I'd say the original mark stands.’ 


89% - Amiga Power - Issue 42 - Oct 1994 - Jonathan Nash 


‘For all the improvements on the original Asteroids. its weird that 
the gigantic silver-blue boulders spinning towards you in Stardust 
lack the menacing quality of the simple phosphorous glow of the 
old polygon asteroids. Actually the asteroids are just a pain in the 
butt They make you really mad You just want to blast the stuffing 
out of them. Hey. maybe the game isn't so bad after all. 


The player has superb control over the Panther PX-2 ship which 


finds itself in the midst of an asteroid field As in the original, the 


screen scrolls Propel yourself out of the bottom right corner and 
you'll slide back into the game area from top left, equip yourself 
as you go with the usual power-ups, shields. extra weapons and 
such like. You'll need the control and the power-ups - the game can 
be fiendishly hard. 


The wow factor of Stardust is undoubted. It has been created to 
look impressive. and it is. The graphics, despite their splendour, 
are too chunky Its all too big, leaving little space for a decent game 
environment. This tightness is what makes the game challengingly 
difficult. In the end. even with the splendid additional graphics and 
levels. the game still lacks a vital spark. It's tough, so if you love 
a challenging attempt to blast stuff: then it's a great game. If want 
a little variety with your killing spree. Super Stardust may not be 
enough. ’ 

88% - AUI - Vol9 No 1 - Jan 1995 


‘When a game has got graphics, sound and playability as good as 
this, shouldn't Super Stardust get 100%. Yes it should, but there is 
a fatal flaw in Team 17's plan Firstly, the game is virtually identical 
to the original. Admittedly, the presentation is far far better, but 
that's because the game is utilising the power of the AGA chip-set. 


Secondly, the game costs £30. This means that if you've got an 
Al200 and haven't got Stardust, then Bloodhouse's shoot-'em-up is 
an essential purchase. For those people who have already got 
Stardust, then I suspect you might only splash out £30 if you're a 
Stardust fan. 


Apart from that minor indiscretion, Super Stardust is, in my book, 
the shoot-'em-up of 1994. Some people complained that Stardust's 
difficulty level was far too high. Super Stardust isn't any easier 
than the original, but if you spend lots of time playing the actual 
game then I guarantee that you will get a lot of long-term 
satisfaction and enjoyment out of it. Me? I'm off for another serious 
bout of blasting with the volume turned full up.’ 


87% - Amiga Computing - Issue 81 - Xmas 1994. 


= VI eX, 
- A VIP GA ‘Super Stardust is an excellent-looking, playable shoot-em-up But 
TC 


47 ws i M/E 
4 DISK. SPECIAL 


the thing is, so is Stardust And yes, I know every game should be 
looked upon Individually, but honestly, when the sequel is this 
similar-. Strictly speaking I suppose it isn't a sequel, Is the Al200 
enhanced version, and that alone would be fine, but then there's 
the price issue. Stardust was sold for just a touch over half the 
price of its Superior counterpart!. 


All I can do is give Super Stardust the mark it deserves, and stress 


that owners of the original really should think very very hard before 


parting with their money.’ 


84% - Amiga Action - Issue 65 - Xmas 1994 - Paul Roundell 


[Other Reviews: AD: 95%, ACP: 92%, J: 79%, D: 4/5 
AD: 94%, O: 91%, AF: 90%, CU: 90%, CD32G: 90%, 
AP: 89%, J: 83%, D: 4/5] 


WHO MADE IT 


Before being part of the famous developer 
outfit Housemarque, which was the 
merging of two Finnish developers Blood 
House Ltd and TerraMarque Ltd, Harri 
and the crew started work on the Amiga 
with Stardust in 1993 and Super 
Stardust. After the company merger to 
Housemarque he worked on the ray 
traced graphics of Alien Incident on DOS, 
Then The Reap on DOS as a love letter to 
the game Zaxxon. Next came some 
snowboarding games, Boarder Zone, 
TransWorld Snowboarding and 
Flo-Boarding. On the PS3 he updated the 
Amiga game with Super Stardust HD, 
cementing their name with modern gamers. 
The followed with hit after hit, with such 
classics as Dead Nation, Outland and 
Resogun. He then did Alienation, Nex 
Machina, Matterfall and Returnal, before 
HouseMarque were sold to Sony. 


He worked on Super Stardust and Alien 
Incident. 


It is a shame that Risto only ever worked 
on the Stardust games, doing Stardust, 
Super Stardust, Super Stardust HD (and 
Complete edition.) 


This is an awesome update to 
the game of Asteroids. 


Starting with some additional design on Stardust, he 
returned with the graphics and some design of Super 
Stardust. After the merger making HouseMarque, he 
worked on Alien Incident, Dead Nation, Midnight 
Racing and Rampage Puzzle Attack (on the GBA). 


He did the pixel art on both Stardust and Super 


Stardust. 


nt sae : i. x bh lr 
This level has you negotiate a 
maze, for some welcome variation 
to the Asteroid shooting. 


O1S3TIE8 
i. 


That’s no moon. The sinister 
penguin Death Star, is a great 
final boss. 


Nearly completing the game, we 
have reached the Mother-Ship. 


DUPER 


DAU 


PURLIGHED RY TEAMI7 


COPYRIGHT 1994 RBLOONDHOUSE LTD 


A fantastic Amiga shooter, and 
a worthy inclusion to our 
RGDS Top 50 games. 
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OTHER GAMES IN SERIES 


Stardust 


Propper 
pBUE ETRE TIS EY 


£16.99 - DAZE - BLOODHOUSE - 1993 
- PLAYER 1 (1MB) [M | V ] 


The first game in the series. This was a budget game and was 
essentially the same game as its update Super Stardust, just 
with less colourful graphics (as worked on ordinary 1MB 
Amigas. The sequel did make it marginally more balanced. 


Amiga Format put it best when they gave it 88% and said: 
“Stardust is polished till it shines. Asteroids has never looked 
so good, or played so well. Keep an eye on Bloodhouse, they 


bloodhouse 


really have got a lot of talent." 


How right they were. 
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Super Stardust HD 


£9.99 - SONY - HOUSEMARQUE - 2007 
- PLAYER 1 - PS3 [V ] 


Years later Housemarque and the team would look to do a 
wonderful update of the game. This had you fly around the 
planet and massively increased all the fire power. The game 
is stunningly good and made their mark as a household name 


as Housemarque. 


Super Stardust Ultra 


£9.99 - DAZE - HOUSEMARQUE - 2015 
- PLAYER 1 - PS4 [V ] 


They again updated and improved it still further on the PS4, 
with extra modes and graphics. They even did a fantastic 
PSVR version as well. 
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BEARING STRANG 


E BOOKs, 


*$ You really houldn't 
miss Semon fhe Sorewrrr 


hex wae it's deetined to ” 464 Aritich edventure set 
become a etasic?? te take the wartd by storm, 99 

PC REVIEW ~ PC ZONE 

¥ 
ally in’ dinner parties!" 
What had beeun as a straightiorward quest nish the Shapeshifier Witch and free the good wierd Calypso has become 
7 . ‘ 
hideously strange. Only this morning | was eaten by an amphibian whose manners werd quile appalling. As if that wasn't 
a sufficiently inc onvenient start to the day, within minutes 1 was leere ya rock which refused flatly to say a word 


Al my wit's end | consulted With a wise owl. In Place of a clue be fed me a herring. It was delicious bat landed me in a 
pickle. Rather than completing my noble quest | found myself settling an in al dispute between a despotic Troll and @ 


hurd of militant goats. My intuition began to tell me that there might he to this magic forest than meets the eye, 
. ; ’ . t ey 
Later. | visited the flery pit of Rondor (open weekdays and bank holidays 10-6) and considered if truly one of the finest of the 


ee 4 
thousands of sights man or Swampling could ever behold in re land. Sightseeing over, | am determined that tomorrow 


nothing shall distract me from ending my quest an filling my sacred destiny (weather permitting) 
e 


° 
£6 The onimation...bes to bexeon tole believed. 79. CL AMIGA $6 the mond accomplished udventure of its type? THE ONE 


Servemehets tobew fram (HM Vervian 
reer cieney are col; eatenabed lo be 

Hestrains af pemeplay amd tat the et reen 

. pe aphirs whe mes very cmerivberately 

tetwwen diflerernt frermmaim as quality amd 

epprarsats aad are caukjort jo the 

Cemmnpestet 6 epee oft atrere 


© 1069 Adventere Soft (UK) Lineited. 
P.O) Bes 786. Sutten Coldfield. West Midlewds 
B74 4H, Tet 021 352 OBA? 
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#32 : Simon 
the Sorcerer 


£34.99 - ADVENTURE-SOFT - IN-HOUSE - 1994 - 9 DISKS (1MB) 
- 1 PLAYER - 9 DISKS [M | V | CD32_V ] 
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Simon the Sorcerer is a whimsical tale of a teenager unexpectedly 
thrust into a world of magic and mischief. Filled with wit and 
irreverence, the game offers a blend of fantasy elements and witty, 
sarcastic humour. The protagonist, Simon, wanders through this 
parallel universe, discovering latent magical abilities. The game's 
appeal lies in its excellent narrative, providing brilliant but 
familiar characters, and head-scratching puzzles. Point-and-click 
adventures were the rage and were popular due to their interactive 
storytelling, accessible interfaces, and immersive worlds. This 
was an evolution to the text adventure. Simon the Sorcerer may 
be lost in wake of the tsunami that was Monkey Island, but I 
adore this game just as much as any other point-and-click I 
consumed on the Amiga. KINGY 


If you ever need any help Just Voiced on the CD32 version by Chris Barrie 
blow it and I’ll be there. 


(Rimmer from Red Dwarf), elevates the game’s 
humour. 


I love the fantasy setting, riffing against well =) 
known fairy tales, but done with a Discworld 
lens. 
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WHAT WE THINK? 


P¥s¢ 


DRISKY SAYS: 


Compared to the mighty Lucas Art’s adventure games, this isn’t as good 
in my opinion (and so a few missing off out list, would have made mine, 
over this). But it is wonderfully British, very funny and still one best 
adventure games available out there. 


Worthy of note is the CD32 talkie versions of the game, not only do you 
cut out all those disk swaps, but you get Chris Barrie (Rimmer from 
Red Dwarf) voice Simon, adding to the humour, with his sardonic and 
sarcastic reordings of the lines. 


Yes I am glad this made our list, as its made me replay this gem of a 
game again. 


RETRORIC 


Unfortunately I missed this one back in the day. I only made a little 
foray into the Point and Click genre with titles like The Lost Patrol, 
Dune, Dark Seed, Goblins and The Secret of Monkey Island. The only 
game in this genre I managed to complete was Monkey Island 2. 


It's not a genre I tend to go back to, Dune being the only game I tend 
to go back to these days, but for this game I might have to come out of 
Point and Click retirement. It's got great graphics and sound, from what 
I've read the puzzles can be a bit illogical, but it's got a charm about it 
and I feel I should at least give it a go in the future. 


KINGY SAYS: 


Do you love Monkey Island? Check! Do you love sarcastic humour 
in your games? Check! Do you love a pastiche of Pratchet, Tolkien 
and Hans Christian Anderson? Check. Well, adventure lovers, why 
are you reading this? Play Simon the Sorcerer! This was my Christmas 
Eve game. I would sit and play when the whole family was sleeping. 
This is my Christmas panto, so to speak. The puzzles aren't too 
obtrusive, and the story is one for all the family to play. Point 'n' 
Click games were en vogue at the time, and this was one of the more 
light-hearted but very much loved ones. 


SIMON THE SORCERER 


Amiga 1200 U.K 


Adventures 


rights reser 


Ver 


oft | 
orve 


DISK No. 1 


sic 


td. 
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WHAT THEY THOUGHT 


‘AMIGA 


VIDEO TITLING 
MADE EASY! 


~§ SCALA 


GOES GLOBAL! 


HIND OUT WHY © pew 


~ THE AMIGA 15 aT 
THE FOREFRONT 


OF THE MULTIMEDIA BOOM 


‘To get full enjoyment out of this adventure you should forget about 
trying to solve the puzzles and getting through to the end. for the 
real fun comes from deliberately doing things that you suspect won't 
solve the problem In this way you will discover what fun the game 


designer put in to teach you a lesson for being rude or silly. 


There are no illogical puzzles in the game, and simple persistence 
will see you through to the end. Hardened adventurers will solve 
most of the game without too much difficulty, so if you would like 
a fun adventure, but have never been successful with them in the 


past, this is the one for you.’ 


90% - CU Amiga - Feb 1994 - Tony Gill 


‘Simon is well thought out, and well written and well presented. 
It’s both big without being boring, and fun without ever being flat 
(oh well, I knew the similarity with myself would end somewhere.) 


89% - Amiga Computing - Issue 72 - April 1994 - Simon Clays 


‘At last! It seems like ages since the Amiga has been treated to a 
decent graphic adventure romp (Er, what about Beneath A Steel 
Sky, Matt? -David.) but now, thanks to Adventure Soft, it's time 
once again to swap disks until you can't swap no more. STS has 
pretty much all the elements that are necessary for a successful 
adventure, with the only major missing ingredient being the lack 


of real threat. 


By this I mean that you never actually feel as if you're in danger 
from any of the characters that you encounter. Though you run into 
witches, dwarfs, trolls, etc, you're never really worried about doing 


anything wrong because there's no way to be killed. 


That apart, the game is excellent. The puzzles are, thankfully, not 
too abstract - a trap many companies have fallen into trying to 
make... their adventures more difficult - the A. good old point-'n'. 
111 does its job beautifully and the 1111 inclusion 


of such handy extras as the mini-map (for fast journeys over long 


click interface . 
89% distance) make the game one of the more user-friendly around. 


The graphics are excellent with some decent animations, though it 
has to be said that the musk (which can be switched off -phew!) 
doesn't seem to have made best use of the Amiga's sound. Couldn't 
we have had sound effects instead? Disk swapping is always a big 
problem with Amiga adventures but I'm pleased to report that STS 
isn't too bad. 


I think that most hardened Amiga adventure fans are fairly patient 
anyway, but the game has been broken up well, thus avoiding disk 
swapping EVERY time you walk off the screen. Though STS doesn't 
rank as an absolute classic, it's still definitely a must for any fans 


of the graphic adventure genre. 


89% - The One Amiga - Issue 65 - Feb 1994 - Matt Broughton 


‘Simon is well thought out, 
and well written and well 
both big 


without being boring, and 


presented. It’s 


fun without ever being flat.’ 


- Amiga Computing 


The backgrounds in the game 
are full of detail and little 
touches. 


I really enjoy the writing and 
British humour in the game. 


=) +e 
DRL 


hate to 


The game riffs on so many well 
known fairy tales. 


a 
NehE to 


It’s the game’s humour that wins 
you over, and makes it such a 
beloved classic to this day. 
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The game has nice cast of 
memorable characters. 


The game starts slow, but 
really gets going in the 
second half of the game. 


Considering the size of the 
game, the game does well 
limiting the disk swaps 
wherever it can. 


There are some nice jokes in 
the game, lovingly depicted 
through the artwork and 
animation. 


Pick up 


Frogs and Gnomes, this game 
has it all. <A fantastic 
British gaming adventure. 


~ WOULD rou SPEND 


On Your AMIGA? 


‘I like a good chuckle and Simon the Sorcerer raised a smile quite 
a bit more than most. Any game where you can even laugh about 
the descriptions of the programmers in the manual is alright by 
me,. and this is such a game. Certainly not too linear in the old 


plot department, this provides a very tough challenge that is both 


warm and lighthearted at the same time. Congratulations are 
deserved all round, and acclaim should be heaped on this.’ 


88% - Amiga Action - Issue 56 - April 1994 - Steve McNally 


‘A flawed mix of mouth-watering visuals, cutesy characters and 
complex puzzles, Simon the Sorcerer offers you a great graphic 
adventure in a less than perfect game engine.’ 


84% - Amiga Format - Issue 56 - Feb 1994 - Rob Mead 


‘Oh dear, what a life for a young lad who's barely turned 12. Young 
Simon has to face a tricky task. He's been dropped head-first into 
a world of fantasy and magic to rescue a captured wizard called 


Calypso, in a strange and magical land full of puzzles and dangers. 


The amount of disk swapping needed to progress through the game 
will thoroughly annoy you, unless you're Mr or Mrs Patient. Once 
you're into the game things start to make more sense. A good read 
of the informative manual is recommended, as is nattering to the 
people throughout the land and recovering some of the wizard's 


lost objects — all very normal adventure activities. 


Graphically the game is tastefully colourful, well-detailed and has 
a slightly comic leaning. All in all, Simon's enjoyable, even if it 
does take a while to get to the exciting stuff.’ 


80% - Amiga Force - Issue 16 - March 1994 - Rob Millichamp 


‘A bit disappointing, really. I reckon that If you replaced the 
graphical Interface with a textual one, you'd be left with an 
adventure that would have trouble passing muster ten years ago. 


Any mustard about, has not quite been cut ‘ 


69% - Amiga Power - Issue 34 - Feb 1994 - Jonathan Davies 


[Other Reviews: AD: 91%, CVG: 86%, J: 85%, D: 5/5 

AD: 91%, J: 86%, AF: 84%, AP: 73% 

CU: 90%, CD32G: 90%, AA: 90%, O: 89%, ACP: 89%, 
J: 86%, AD: 86%, AC: 80%, AF: 70%, AP: 57%, 

D: 5/5 CU: 90%, AF: 80% | 


WHO MADE IT 


Simon Woodroffe - Designer & 
Programmer 

Son of Mike Woodroffe who founded 
the company Adventuresoft and 
Horrorsoft. Simon began his work on 
bringing the impressive Heroes of the 
Lance as designer and programmer for 
the Atari ST, Spectrum and CPC 
version. Then when his dad in 
Birmingham UK made their own 
company, Simon went on to create the 
fabulous RPG Elvira games: with 
Elvira and Elvira Hl: The Jaws of 
Cerberus and the awesome 
Waxworks adventure. Alongside the 
Simon the Sorcerer series he 
designed the interesting Feeble Files 
adventure game. Was Lead designer 
on Call of Cthulhu: Dark Corners of 
the Earth, Wheelman, Sonic 
Generations, Crush (3DS), Hell 
Yeah! And Creative Director on Sonic 
& All-Stars Racing: Transformed. 


Kevin Preston - Graphics 

Notable for animating Simon the 
Sorcerer himself. Kevin started work 
doing the art of Circus Games. He 
then did the C64 and BBC Micro art 
for the game Superman: Man of 
Steel. And did the C64 version of the 
RPG Elvira. Next he did the fab 
graphics of International Ninja 
Rabbits, Elvira Hi: The Jaws of 
Cerberus and Waxworks. After the 
Simon The Sorcerer games he worked 
on the Test Drive games 4 - 6, 2002. 
Then did LA Rush, Wheelman, 
Eve:Valkarie and Hood: Outlaws 
and Legends. 


Jeffrey Wall - Graphics 

Beginning his career on WaxWorks, 
he continued with the Simon the 
Sorcerer first three games. Other 
notable games he has work on are 
Breed, Frozen Synapse: Prime, 
Eve:Valkarie, Sackboy: A Big 
Adventure, Hood: Outlaws and 
Legends and Texas Chainsaw 
Massacre. 


Michael Woodroffe - Programmer 
Founder of Adventuresoft, Horrorsoft 
and Headfist Productions. He began 
work on the Spectrum with the Robin of 
Sherwood: The Touchstones of 
Rhiannon. He then was designer and 
programmer on Heroes of the Lance, 
with his son on Atari ST, Spectrum and 
Amstrad CPC versions). He Designed 
..-A Personal Nightmare. Elvira RPG 
games and Waxworks, before working 
with his son on Simon the Sorcerer 
games. His last game was Simon the 
Sorcerer 4 : Chaos Happens. 


Alan Bridgman - Programmer 
Alongside the first three Simon the Sorcerer series. He worked on 
...A Personal Nightmare, Elvira 1-2 RPG’s and the Feeble Files. 


Paul Drummond - Graphics 

Beginning his career with Circus Games for BBC Micro and 
Summer Challenge and Winter Challenge: World Class 
Competition for the BBC Micro, Amiga, Atari ST and PC DOS 
versions. He then did the art on Buffalo Bill's Wild West Show 
on the Amiga and Superman: The Man of Steel on various ports. 
He continued doing the impressive art of Elvira RPG’s and 
Waxworks. After working on the first two Simon the Sorcerer 
games, he also worked on the Feeble Files. 


Maria Drummond - Graphics 

Worked on the C64 version of Elvira II: The Jaws of Cerberus 
and the Amiga version of Waxworks. She did the first two Simon 
the Sorcerer games and the Feeble Files. 


Karen Pinchen - Graphics 

Starting work on Simon the Sorcerer, she then did Australian 
Rugby League on the Mega Drive, Caesars Palace 2000. 
Detective Barbie (PS2). Backyard Soccer, Scrabble (2001 
version), Bratz Girlz Really Rock and SpongeBob's Atlantis 


Adam Gilmore - Music (as Media 
Sorcery) 

His first game was Sabotage on the C64, 
followed by doing the music for 
Draconus, Jocky Wilson's Darts 
Challenge, Ball-Blasta, Zybex and After 
Burner II (C64). On the Amiga he did 
Titanic Blinky and Championship Run. 
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THE SEQUELS 


Simon the Sorcerer II: The Lion, 
the Wizard and the Wardrobe 


£16.99 - ADVENTURE SOFT PUBLISHING - ADVENTURESOFT 
- 1995 - PLAYER 1 (WINDOWS 1995 & AMIGACD IN 2000) [M | V ] 
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The sequel never officially saw a release on the Amiga until 2000 on the Amiga CD. It’s a real shame as the game 
expands out even more and better the puzzles and location. Great fun to pick up on GOG.com or Steam today. 


Simon the Sorcerer : Pinball Pack Simon the Sorcerer : Game Pack 


£22.22 - ADVENTURE SOFT PUBLISHING £22.22 - ADVENTURE SOFT PUBLISHING 
- 1998 - 4 PLAYERS (WINDOWS 1998) [ V ] - 1998 - 1 PLAYER (WINDOWS 1998) [ V ] 


PINBA\ 
ay 


Weird cash-in pinball game. Its pretty awful and best Another cash in game pack full of puzzle games. 
Avoid it. 


Simon the Sorcerer 3D Simon the Sorcerer 4 : Chaos Happens 
£29.99 - ADVENTURE SOFT PUBLISHING - £29.99 - ADVENTURE SOFT PUBLISHING 

HEADFIRST PRODUCTIONS - 2002 - HEADFIRST PRODUCTIONS - 2007 

- 1 PLAYERS (WINDOWS) [V ] - 1 PLAYERS (WINDOWS) [ V ] 


2009 -Simon the 
Sorcerer: Who'd 
Even Want 
Contact?! 


2018 - Simon the 
Sorcerer 25" 


Anniversary edition 
for part 1 and 2. 
Some good puzzles are lost in a terrible 3D engine and Apart from Simon now being American voiced in the UK 


too much running around aimlessly. version, this is quite a fun adventure to play, 
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Screen shots on Amiga 


HUT 


Ltd. 

Hips OFT B.C. KID TM is a trademark of Hudson Soft Co. Ltd. 
© 1992 Hudson Soft (Europe) GmbH & Hudson 
Soft Co. Ltd. All rights reserved. 


ON 


APRES-.SON SUCCES SUR CONSOLE, 
PREHISTORIQUE S’ATTAQUE A VOS MICROS... 


LE GAMIN 


Sa téte disproportionnée fait de lui un spécialiste des coups de boule, 
qu'il distribue généreusement au cours de’ 5 enormes niveaux: sur terre, 
mer.et méme dans |’estomac d'un monstre prehistorique! 

. Une multitude d’astuces et.de passages secrets, pjus délirants les uns 
que les autres. 

. RetroUvez tous les éléments et la jouabilité de la version console: 


Siftfena hes Peen Mianappedby nasty dinosaurs. To find 
hemnecowillewangen through various worlds including the 
btomach ofa siganuicaip)/OoOcUS anu otherdeitious set ups. 
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#31: B.C. Ki - 


£ 25.99 - UBISOFT - FACTOR 5 - 1992 - 1 PLAYER - 1 DISK [M|V]|O ] 


As a massive fan of Bonk’s Adventure on the PC Engine, this Amiga 
port is a pure delight, offering essentially the same game, but with 
more colourful backgrounds and Amiga remastered music. Made by 
developers Factor 5 (Turrican games, Super Star Wars, Rogue 
Squadron games) they have done a superlative job bringing this 9-Bit 
classic to the Amiga. 


Starring Bonk, you are a Charlie Brown like cave kid, who must rescue 
all the creatures who are being brainwashed. So it up to you to bounce 
around, headbutting your enemies into oblivion. Bonk is quite a 
versatile little chap, as he can use his chompers, to gnash his way up 
ledges to reach higher platforms. Also, strewn around the levels in 


plants, are spicy meats, which makes you first into angry Bonk and 
then totally invincible Super Bonk. 

When all else fails, Bonk can use his 
Like the original game BC Kid’s levels are quite short, and you could gnashers to chomp his way to higher 
argue overly simplistic, but it doesn’t matter, as the bright visuals and platforms. 
fantastic music renditions of the PC Engine originals, will have you 
beaming from ear to ear as you play. 


It’s a real shame more Japanese console games, weren’t brought across 
to the Amiga with so much love and care, as Japanese console 
gameplay, mixed with Amiga visuals and European technical wizardry 
is a winning combination. It would have therefore been amazing to 
see more games like this, or at least some of Bonk’s sequels. 


Overall if you love platform games and want to see a 16-Bit version 


of Bonk’s Adventure, then give this game a go today. 


al WHAT WE THINK? 


BC KID™ 


AMIGA 


DRISKY SAYS: 


Whilst I would put the Chuck Rock games over BC Kid, for its originality 
and more varied enemies and levels. I cannot deny Factor 5 have done 


a stunning job, bringing Bonk’s Adventure to the Amiga. Essentially 
giving the same game, but with beautiful copper graduated backdrops 
and faithful, but enhanced tunes. It all has me beaming from ear to ear 
as a kid, playing this again. 


I do wish it offered a bit more variety to the levels and enemies, and 
offer more to do (But that was the same for the original game). So it 
was a shame Factor 5 didn’t bring across Bonks sequels as well. 


As it stands BC Kid is a real classic and a wonderful port, that needs 
be played by fans of the Bonk series and platform aficionados alike. 


RETRORIC 


What a fantastic port of one of the most unlikely Japanese platformers 
from the PC Engine. Having suffered terrible games in my early days 
on the ST and Amiga, like Prehistorik, BC Kid felt like a wonderful 
console platforming experience by the amazing Factor 5. 


I didn't know about the PC Engine back in the day, bar some minor 

, 48 exposure in magazines and seeing Bomberman running in my local 
import shop. So I thought BC Kid was just a really good Amiga 
platformer that sung on the hardware. 


I'm not sure what the differences are between the original and the Amiga, 

but it doesn't really matter, it's a great version and well worth your time. 
I even think some of the colour choices on the Amiga make the game 
look better than the original in some ways. I think I'd go out on a limb 
and say this is possibly the best platformer on the system, especially if 
you enjoy its unique mechanics and graphical style. 


KINGY SAYS: 


The thirst for Wonderboyesque games is quenched with little pieces of 


delight like B.C. Kid. It's not complex, nor is it deeply involving, but 
it's one of those games where if you just want some light entertainment 
and take your brain out of overdrive mode for the evening, then this is 
the cure. It's cutesy, it's comical and it's got some really fun boss fights. 
One reviewer said it displaces Fire & Ice as the top platformer; that's 
an ambitious statement, but I get the sentiment, and it's more accessible 
than Graftgold's frosty adventure. Arcade platforming action that is 
slightly pedestrian but fun, nevertheless. I still play it with a smile. 
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WHAT THEY THOUGHT ‘one of the most enjoyable 


+ 
platform romps I've played =. 

“AMIGA: ‘As it stands, the graphics in BC Kid are fun and very detailed. : . ' 
EXCLUSIVE! 97sec O The level of animation is superb with the Kid's many facial UN @ long, long time. ’ w& 
expressions and bodily contortions adding massively to the game s Q 
humour The sound. too. deserves special mention There are several = CU Amiga w~ 
in-game tunes to choose from and each one is so catchy you'll find S 


yourself humming them constantly. 


But you'll be able to find all this out for yourself as there is a BC 
Kid demo attached to this very issue Are we good to you or what?, 


Comparisons will obviously be made to Cores prehistoric plat- 
former. Chuck Rock. which was released last year Whereas the star 
of BC Kid head-butts his opponents, Chuck used his belly to bump 


the nasties off the screen. 


Another note of similarity is in the incidental humour and amazing 
facial contortions of all the on-screen characters as well as the BO 
lush graphics, fine in-game tunes and special effects It's also This is such a beautiful port of 
possibly true that of you enjoyed Chuck then you'll get a kick out’ Bonk’s Adventure on the PC 

of BC Kid - but Ubisoft's offering is definitely the superior game, Engine. 

thanks to the ingenious game design which always offers something 


new for each stage. 


What all this amounts to is one of the most enjoyable platform 
romps I've played in a long, long time. Forget the likes of Fire and 
Ice. The Addams Family or Parasol Stars - if you're into platform 
games. then this is the essential purchase to make You won't be 
disappointed. ’ 
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93% - CU Amiga - Dec 1992 - Dan Slingsby 


Level two is inside a giant 
‘The pair of PC Kid games on the engine must rank as two of the dinosaur and up against a variety 
greatest console laughs of all time - and incredibly the Amiga of critters. 
version is just as good! Here's a game specifically written for a 
particular console and converted perfectly onto home computer! 
The people behind the game are Hudson Soft, the same software 
house which turned in the Engine originals, and absolutely nothing 


is missing! 


The first thing to strike you about BC Kid are the awesomely 
hilarious graphics, which even manage to beat Sonic and Mario 
for sheer appeal. Then there's the sound - fabulous jolly tunes to 
spur you on through the game. But most important of all there's 


the gameplay, perfectly ported from the Engine version and a 
complete winner. 

Some of the bosses are really 
The urge to discover what the next level looks like just won't let up cute, its great to see them in 
until you've finished the game, and even then you'll still be going glorious full colour and 16-bit. 
back for more! PC Kids I and II are two of my all-time fave console 
games, and this Amiga version IS PC Kid. So stop shuffling about 
and buy the game just as soon as you possibly can!’ 


93% - C+VG - Issue 130 - Sept 1992 - Tim Boon 


Pick up the chilli meat and Bonk > 
temporarily turns in to indestructible 
Super Bonk. 
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Seeing how beautiful this port of 
BC Kid is, I really wish the 
Amiga saw more Japanese games 
done to the machine. 


The game makes full use of the 
Amiga copper colour routines, to 
make some beautiful sunsets. 


The character designs and 
animations are fantastic. I just 
wished the more complex PC 
Engine sequels were also 
converted. 


The look on Bonk’s face, when 
he becomes Super Bonk, is really 
quite scary. 


‘With their BC Kid, Factor Five and Hudson Europe have actually 
succeeded in creating a game which displaces Fire and Ice as the 
best platform game. BC Kid could be described as the first real 
console-type game for Amiga’s. Recourse to the diskette is rarely 
required and then only very briefly. It is the first 60Hz game to be 
technically perfect with superb scrolling and lively animation. Only 
when the whole screen is full of sprites is a very slight jerkiness 
noticeable. The sound effects, composed by Rudi Stember, suit the 
game really well. 


The graphics are also excellent being varied and colourful, although 
not quite up to the standard of Fire & Ice. As there is a second 
part for the console I would like to appeal at this point to all Amiga 
owners to buy this game and not to copy it. If they don't. then they 
shouldn't be surprised if their hero disappears.’ 


92% - Amiga Mania - Nov 1992 - Tim Wilkins 


‘BC Kid has enough fun and originality to hold his own against 
the likes of Chuck Rock and Caveman Ninja. The rescuing his 
girlfriend bit is slightly suspect but you grow up quickly in a world 
where dinosaurs roam and cavemen realty stand out from the boys. 


BC Kid is a real tough-nut in every sense of the word, yet has an 
endearing cuteness that borders on the nauseating. I would say this 
is certainty one of the most enjoyable games of this particular genre, 
and you can call me Susan if it isn't so.’ 


90% - Amiga Action - Issue 40 - Jan 1993 - Huw Melliar-Smith 


‘BC is not so tough that it will tax inexperienced players to the 
point of giving up (actually, from level three on-wards its often a 
trifle tricky but everything has an apparent way through and nothing 
seems impossible), and hard men shouldn't find it a complete 
walkover. 


There are days and days of solid fun to be had at the very least BC 
Kid is cheery, chuckle-some, chipper, Its a slice of Japanese jollity 
sadly seldom seen on the European home computer systems, and 
one of the best run 'n' jump romps available for the Amiga. Fact.’ 


89% - Amiga Power - Issue 20 - Dec 1992 - Gary Penn 


‘It's rather appropriate that B.C. Kid Is set in prehistoric times as 
the game itself looks like it came out of the Ark. It's got a dated 
'8-bit' look, which is no doubt due in part o the fact that the game 
was originally written for the ageing PC Engine console. 


However, this is not necessarily a bad thing, as at least the sprites 
have a clear, well-defined look, and they're not with-out a certain 
degree of charm either - B.C. Kid's various expressions are very 
amusing. 


The 8-bit feel is further enhanced by the player's control over the 
Kid - It may be because I've become jaded by fifty frames per second 
scrollers like Zool and Assassin's, but B.C. Kid seems sluggish and 
slow to respond to the player's joystick movements. It's not so bad 
that it ruins the game but you can't help feeling that a slightly faster 
lick of speed wouldn't have gone amiss. 


So what makes B.C. Kid so special that Its worth a whopping great 
83%, then? Well, it's simply the variety of the game, that makes it 
such a winner. It seems as if every stage, of every level, has a new 
challenge to face, or a secret bonus room to find, or a bizarre new 


foe to fight. 


This constant stream of surprises does wonders for the game's 
addictiveness - you want to keep playing just to see what happens 
next. Its tough in places (frustratingly so, at times) but something 


keeps bringing you back. B.C. Kid's not going to woo the type of 


gamer who buys games simply to impress his mates, but for 
aficionados of good old-fashioned playability it's a must.’ 


83% - The One Amiga - Issue 51 - Dec 1992 - David Upchurch 


‘the way the wee-fella moves up levels, When you are met by an 
un-jumpable looking hill, you simply fling yourself at it and hit fire. 
this sees BC grabbing hold of the sheer face with his teeth. Pushing 
up and forward on the Joystick should see him attaining a higher 
plane. Neat stuff: 


The other touch is the fact that you are not supposed to be killing 
the end-of-the-level bosses. you are supposed to be freeing them. 
Despite the fact that they are also attempting to kill you. Once 
freed. they will give you clues so help you complete levels. 


A reasonable conversion, plenty of playability marred by blockiness 
and no level codes, no sound effects and poorly tied in music. A 
stocking filler for platform fans.’ 


70% - Amiga Format - Issue 42 - Jan 1993 - Tim Smith 
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Wowza! Mama Mia, that's a 
spicy meatball! 
(You feeling OK? -Ed) 


Some of dinosaurs you 
encounter can give you a 
helping hand. 
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The Funky Monkey bosses are 
a tough nut to crack. 


I adore the bright colours and 
musical renditions of the game. 


The game just makes 
me beam from ear to 
ear. 


ste 


He WHO MADE IT 


Thomas Engel - Programmer Holger Schmidt - Programming 
starting his career with the Amiga and 
Atari ST versions of Chinese Karate, Starting his career on the Amiga port of 
~ he continued with the game Vindex, R-Type and Katakis and the design on 


before joining Factor 5 to create the X-Out. Factor 5 was then also brought in to 


Atari ST version of Turrican. He do the 16-bit ports of all the Turrican games 


continued with the Adventures of (including the Mega Turrican or the Mega 
Quick & Sylva and then Turrican 2. Drive port of Turrican 3, and the SNES 
After BC Kid on the Amiga, he did sequels Super Turrican 1 and 2. Finally BC 
Turrican 3 (on Amiga) or Mega Kid AKA Bonk’s Adventure port on the 
Turrican on the Mega Drive. He then Amiga. After the Amiga Factor 5 and himself 
did Indiana Jones : Greatest worked on Indiana Jones: Greatest 
Adventure on the SNES. His next lead Adventure (SNES), Ballblazer Champions 
programmer role was Ball Blazer (PS1), Indiana Jones and the Infernal 
Champions on PS1, Rogue Squadron Machine (N64), Star Wars: Rogue 
3D (N64 & Win), Indiana Jones and Squadron 3D (N64) and its sequels Rogue 
the Infernal Machine (N64), Star Squadron II - Rogue Leader and Rogue 
Wars: Episode 1 - Battle for Naboo Squadron III - Rebel Strike. He also worked 
(N64 & Win). Then on Gamecube he on Star Wars: Episode 1 - Battle of Naboo. 


did Star Wars: Rogue Squadron II - 
Rogue Leader, Star Wars: Rogue 
Squadron III - Rebel Strike and Lair 
on PS3. 


Nils Meier - Programmer Sven Meier - Graphics 


starting his career with Cosmo Ranger 


ade 


on the Amiga, he then worked on BC Starting his career doing the graphics for 


Kid and was designer and programmer Chinese Karate and Vindex. He made a 
of Super Turrican 2 on the SNES. name for himself doing the graphics for the 
Atari ST version of Turrican 1-2 and 
International Superstar Soccer on the Mega 
Drive. Since the Amiga, Sven went into a 
managerial role working on the FIFA 06, 07 


and 09 games, and UEFA Euro 2008 title. 


Rudolf Stember - Music CHEATS 

starting his career with the music for 

the game Decton, Rudi did some of the Go in the Options Screen of the title menu and do the following: 
Music for the Amiga versions of Secret 

of Monkey Island, The Curse of Ra, UP, UP, DOWN, DOWN, LEFT, RIGHT, LEFT 

The Oath, Logical, Metal Law and 

Ugh! After BC Kid on the Amiga he You should now have infinite lives in the game. 


did the Amiga music for The Patrician, 
On The Ball, Mr Nutz : Hoppin’ Mad, 
Tony & Friends in Kellogg Land. BONK’S ADVENTURE ON PC ENGINE 
After the Amiga he did the Gameboy 
music on Contra 3, The SNES music =O) ad 
on Indiana Jones: Greatest 
Adventure, Star Wars: Rebel Assault 
II - The Hidden Empire, BallBlazer 
Champions (PS1), Star Wars: X-Wing ae ; 

Vs. TIE Fighter, Star Wars Rogue The original Bonk’s 
Squadron 3D, Resident Evil 2 (N64), A Ke } Seok Adventure is essentially 
Star Wars: Episode 1 - Battle for Z Lae e the same game, but 
Naboo (N64 & Win). Then on with less colourful 
Gamecube he did Star Wars: Rogue No oh peu oke «backgrounds. 

Squadron II - Rogue Leader, Star 


>, mess he 
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Wars: Rogue Squadron III - Rebel 
Strike and Lair on PS3. 


Take up the challenge to become 
a ‘Hero aud enter the under 
2 HeroQuest, the best ground realm of tie evil wizard 
: , Morcar, But bewure, the unlit 
selling role-playing 
iy canine ae done bode tunnels hold many dangers 
; * int terrible monsters de adly traps yom computer. 
ve as 
GEVEROPER ND am and mysterious rooms.3 


.. absorbing fantasy 
adventure game for 


Pour devenir un Héro, pénétrez 
dans le monde souterrain du magicien 
démoniaque, Morcar. Mais attention, dans 
les tunnels non éclairés, de nombreux 
dangers vous attendent - des monstres 
terribles, des pieges mortels et des pieces 
mystérieuses, 

Y Compris instructions francaises. 


Per diventare un Eroe, entra nel regno 
sotteraneo del mago Maglino. Ma attento, i 
tunnel bui sono pieni di pericoli - ternibili 
mostri, trappole mortali e stanze misteriose. 


Istruzioni Italiane Comprese. 


Um Held zu werden, mu&t Du das 
unterirdische Reich des bésen Zauberers, 
Morcar, betreten. Aber sei vorsichtig, denn in 
den dunklen Hoéhlen lauern viele Gefahren: 
grausame Monster, tdliche Fallen und 

_ geheimnisvolle Raume. 


Mit Deutscher Anleitung. 
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#30 : HeroQuest 


£24.99 - GREMLIN - 221B SOFTWARE DEVELOPMENT - 1991 - 4 PLAYER (T) - 1 DISK [M | V|O ] 


In 1989 Milton Bradley worked with Games Workshop, to do a 
Dungeons & Dragons board game, that had simpler rules, so it would 
be more accessible to everyone. The result was the highly successful 
HeroQuest, that had you take four adventurers into the dungeons of 
the evil wizard Morcar. So you are guided by Mentor who’s the Games 
Master and enter these fourteen quests. A few years later Gremlin to 
this game and made a faithful computerised version. This was 
streamlined to perfection and allowed budding questing heroes to battle 
out their quests virtually on their computer. 


Everything in the board game is here, and whilst it doesn’t use the 
advantages a computerised version can bring, for lovers of the board 
game, or this style of game, then this will be the game for you. 


The game did see a single expansion pack with ten more adventures, 
with Return of the Witchlord. Sadly though Gremlin never released 
more DLC, or a create your own adventure disk. I keep hoping that 
clever home-brew people out there would consider doing this today, 
but sadly to no avail. Still as it stands this is my favourite board game 
adaptation and a refreshing simpler take on the Warhammer Universe, 
to play through. DRISK 


The main menu, lets you create your party, load and 
save your party and buy equipment, before choosing 
your quest. 


&) WHAT WE THINK? 


DRISKY SAYS: | HEROQUEST 
CBM AMIGA 

I bought this game on day one. You see back in the day, I was massively 

into the Warhammer Universe and HeroQuest. But playing the tabletop 

or HeroQuest was limited, as most of my friends were not into such 


1941 Gremlin Graphics Software Lid & Hasbro Bradiey 
hs! 


geeky pursuits. So a computerised version of my favourite board game 
had me salivating with anticipation. 


The game didn’t disappoint either, with it being a totally faithful 
adaptation (some might say to a fault), but with a great isometric showing 
of the dungeons you are exploring. Of course it has some missed 
opportunities such as the auto dice rolls, not feeling like you are part of 
the outcome, or the single frame animation of the attack... But then a 
longer animation or letting you control the dice rolls, would probably 
annoy after a while anyway. All in all this game is a joy. 


RETRORIC 


I always was a bit of a sucker for Games Workshop. Even though I 
didn't really collect the miniatures, I often bought White Dwarf magazine 
for the artwork and the photography of the majestically painted figurines. 


My cousin would sometimes send me some lead figures that he'd painted, 

he was bloody good at painting them. Unfortunately I don't have any 

of them as they got lost to time. I did have a go at painting them in the 
2 ) 6 late 90’s but struggled to much with my poor eyesight even then. 


I must admit, I never had much love for HeroQuest, the setting just 
didn't speak to me in the 90s as the whole swords and sorcery thing was 
more of an early 80s phenomena for me. I'd rather have seen Space 
Crusade here as I had that board game in the very late/early 90s but 
never managed to play it as it was intended. 


But based on the quality of Gremlin's Space Crusade game, I have no 


doubt that HeroQuest deserves its spot here, and it's nice to have a bit 
of variety also. 


Wis KINGY SAYS: 


My favourite board game received a video game adaption. You didn't 
need a bunch of mates to play (although you still can; I'd rather play 
the real game then). There were no disputes around the interpretation 
of the rules; they were fixed and unalterable by the game's design. It 
gave the player more line-of-sight, and you had to memorise the 
corridors to avoid getting lost. I genuinely didn't think it would 
migrate across to the video game version very well, but boy, I was 
glad to be proved wrong. I can still hear all the music today as it's 
ingrained into my mind. 
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WHAT THEY THOUGHT ‘Where Gremlin has ® 
S 
‘WHILE, FOR THE MOST PART, Hero Quest manages to faithfully SUCCeeded is in taking all  : 
recreate the fun of the table-top version (without the player having on 
to deal with all of the 'paperwork'), in one or two areas of this the elements from the board by 
conversion Gremlin has actually managed to over-simplify things. . . ee 
This over-simplifving is mainly apparent in the combat areas:a 2AME and convincingly to 
larger feeling of involvement would have been generated by even ; : : om 
the simplest of additions such as the rolling of a dice. As it stands, turning them into a highly 
the fights are pretty bland and act more as a temporary obstacle Ny 
than as a major part of the excitement. playable computer game. ‘ 
Another area that could be improved is the animation - it's not that = Amiga Games 
there's anything monstrously wrong, it's just that there could be 
more of it. Instead of printing the words "Your enemy is consumed 
with flames" on the screen, it would have been nice to see a large 
flaming ball scream from your character's fingertips towards the 
helpless goblin. 
Where Gremlin has succeeded is in taking all the elements from the 
board game and convincingly turning them into a highly playable 
computer game. The control method easily lends itself to multi- 
player games, while still managing to stay interesting enough for 
a single player - a rare feat indeed. Hopefully, Hero Quest will 
pave the way for more Games Workshop conversions as the system 
Gremlin has employed could quite easily lend itself to other games 
of this ilk. Providing the quality stays this high (and the presentation 
is polished up) they should all be just as successful.’ In the game you can have up to 
four heroes, to join you on your 
“An excellent conversion of an already enjoyable table-top” quest. These are a Barbarian, 
Dwarf, Wizard and Elf. 27 


91% - The One Amiga - Issue 33 - June 1991 - Paul Presley 


‘Players who manage to escape a dungeon may save their characters 
for future quests. Only when all the conditions of the quest have 
been fulfilled will that quest be deemed completed To become a real 
hero you must complete all fourteen quests. In between searching 
Mortar's dungeons, players have the chance to spend some of their 
spoils. Extra weapons, armour and provisions can all be purchased 


to aid you in your ultimate goal. 


In addition to the 14 levels contained within Hero Quest, Gremlin 
are also going to produce data disks containing even more spine- 


chilling challenges.’ 
The game, faithfully recreates the 
90% - Amiga Computing - Issue 38 - July 1991 - Nick Clarkson look and feel of the board-game. 


‘Gremlin have built quite a reputation for themselves recently and 
HeroQuest was eagerly awaited in the AA offices. The graphics are 
wet drawn, the sound is atmospheric and the gameplay Is brilliant. 
It any-thing the computer version is better than the original. The 
game is hassle free and doesn't require you to read through a book 
of rules. With the addition of the new scenario disks you should be 
playing for years to come. Worth buying whether you are a fan of 
the board-game or not . Excellent!’ 


87% - Amiga Action - Issue 21 - June 1991 


The games intro has some 
gorgeous art pixel artwork. 
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The game lets you play the 
fourteen quests in any order. 
But to survive it’s best to play 
them from top to bottom. 


The game battle screen, has 
auto dice rolls and only shows 
the results with basic 
animations. Still a more 
complex and time taking 
animation would probably start 
to annoy. 


The Elf can choose one elemental [Zh ™= PF. =i 
magic and the Wizard can choose 2 Vl es “\ 
the other three. Fire has some 3 creanion, Ramey? 
powerful attack spells to cast. 


Mentor warms himself by the 
fire, before setting the scene 
for your parties adventure. 


“Gremlin have translated Hero Quest convincingly. It is a fast mix 
of cunning and cutting that should go down brilliantly both with 
fans of the series and 'wannabe' fantasy warriors. There is however 
the question of lasting interest. The computer game is so hero- 
friendly to play, that the first seven of quests will only last for a 
few hours. 


With the board-game, imaginative folk could easily configure their 
own quests once they'd beaten the preset 14. Sadly, no such facility 
is possible with the computer version. A supplementary quests disk 
will be available soon, but this doesn't solve the problem. 


Unfortunately, the playability of Hero Quest encourages a quick 
finish, because it's easy going RPG fun. Gremlin have managed to 
produce the computer doppelganger of the original board-game 
bestseller and 300,000 people can't be wrong: can they? 


85% - Amiga Format - Issue 24 - July 1991 - Trenton Webb 
‘Hero Quest is one of a few board-game conversions, that give you 
much more than the original, particularly the advantage (albeit 


antisocial) that the game can be played by a single player. 


Excellent isometric-30 graphics, brilliant sound-tracks, enigmatic 
atmosphere and superb attention to detail make Hero Quest an 


4 absolute must for the board-game veterans and all RPG enthusiasts./ 


815/1000 - ACE - Issue 46 - July 1991 - Tom Troscianka-Carroll 


‘There's nothing to fault it, and the game moves in a logical fashion 
A sense of atmosphere is hard to get in a game like this, but 
somehow Gremlin have pulled it off: 


My main quibble is that once a mission is completed, lost energy 
is not restored.The only other fault I can find is the lack of interest 
for solitary players. The difficulty of the scenarios assumes at least 
a couple of players. so those playing on their own might find it 
somewhat frustrating. Still. Gremlin must be congratulated for a 
job well done.’ 


81% - CU Amiga - July 1991 - Matt Reagan 


‘if you're always going to be playing solo, think carefully before 
you buy this game. Conversely of course, If you habitually get your 
chums round for an evening's Amiga-orientated tun, then HeroQuest 
is one of the most socially enriching experiences available. You'll 
certainly find out who your real friends are. I didn't think this was 
gang to be my kind of game, but for the nth time this month I've 
been proved wrong HeroQuest is a very enjoyable piece of software 
indeed. and one of the best multi-player experiences available for 
the Amiga_ If you fancy a different slant on your 08D for once, 
snap it up.’ 


80% - Amiga Power - Issue 2 - June 1991 - Stuart Campbell 


é E ZER® ‘Hero Quest was one of the best-selling board games of last year, 


so I was more than a little excited when this popped into my in-tray. 


The screenshots on the box contributed to my enthusiasm (looking, 
as they do, like the old Ultimate Speccy games), but once the game 
had loaded I was a little disappointed. 


Maybe Gremlin has tried to emulate the board game too closely. I 
mean, if I wanted a board game I'd buy a board game, whilst I'd 
expect the computer version to offer adaptations of the original 


features that take advantage of the computer. I didn't expect the 

computer to simulate the board game so exactly. For a start there's The game does a good job of 
the combat sequence - the player has virtually no control. Instead, giving an isometric rendition of 
special dice are 'thrown' - if you get more skulls than your opponent’ the game’s playing board. 

gets shields, then you win (and vice versa) - 4 but you don't even 
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get to roll the dice' The other part which hasn't translated 
successfully is the system whereby you decide how many moves 
you'll be allowed on any particular go. 


Obviously you throw the equivalent of a dice (this time you do it 
yourself) to decide how many steps you can take. Okay, that's fine 
if you're playing with other people, but if you're on your own it's 
mind-mindbogglingly tedious to have to throw again and again (and 
again). Apart from these two niggles of gameplay, the game's not 
bad. In fact I stayed up rather late trying to complete the seventh 
quest, and the game's destined to be in Crystal Tips for yonks. 


Although somewhat crudely drawn, the graphics do have a certain 
charm and some of the sampled sounds are brilliant. The whole After doing your tasks, you 

package is well presented and the clear instruction manual would must then send your heroes to 

allow even the Thicky brothers to get to grips with the game after the stairs, for the next 

only a couple of goes. It's a bit sad really that although Hero Quest adventure. 

will mainly appeal to fans of the board game, Gremlin hasn't 20 
designed any new quests, so déja vu" will be the thought on the 
veteran's mind (and "Oh Jings!" will be the words on his lips). New 
players, however, may well lap it up.’ 


79% - Zero - Issue 29 - July 1991 - Toby Finlay 


‘From the smart introduction screens to the main menu. Hero Quest 
is technically superb. The loading times are fast. copy protection 
is short and simple (simply look up a badge in the manual), and 
i, the fourteen quests on one disk are certainly value for money. 


Sadly, you really have to be a big fan of board-games to fully enjoy When choosing who to attack, the 
this one. Hero Quest really isn't a computer game; rather it's a game switches to map mode, this 
, board-game on your computer.’ makes it easy to see whats going 
on, and where things are. 


75% - ACAR - Vol 8 No 9 - Sept 1991 - Andrew Phang 


[ Other Reviews: D: 84%, G: 83%, 
S: 78.75%, J: 63%, R: O: 89%, AA: 89%, 
AP: 86%, AF: 86%, AF: 74% (1994), D: 4/5 J 


Morcar the evil wizard is the 
person you must defeat. 
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The original 1989 Milton Bradley 
board game, was so exciting, with 
all its models and furniture. 


WHO MADE IT 


Michael Hart - Programmer 

starting his career on the Amiga with 
Passing Shot, Prison, Space Harrier 
II before doing HeroQuest. After that 
he worked on K240, Mega Man on 
Game Gear, Lead designer on Die Hard 
Trilogy on Windows and Batman & 
Robin on PS1. 


Barry Leitch - Music 


Veteran of the industry he began doing 
music for the C64 with Super Dragon 
Slayer, Battle-Field, Marauder, 
Emlyn Hughes International Soccer, 
Xenophobe, Gilbert: Escape from 
Drill, Weird Dreams and on Spectrum 
for games like Rock 'n Roll, Gemini 
Wing. On the 16-Bits he did Ferrari 
Formula One (on DOS and C64) and 
on Amiga he did Xenophobe, Gemini 
Wing, Treasure Trap, Combo 
Racer,Prophecy: Viking Child, 
Ultima V, Xiphos, Pegasus, Utopia: 
The Creation of a Nation, Suspicious 
Cargo, Super Cars II, Switchblade H, 
Team Suzuki, Lotus Turbo Challenge 
2, The Humans, Lethal Weapon, Top 
Gear, American Gladiators (SNES, 
Mega Drive), Top Gear Rally, 
Gauntlet: Legends, San Francisco 
Rush 2049 and most recently the 
fantastic music on Horizon Chase 
Turbo 1 and 2. 


‘Gremlin has certainly made a name for itself in the past year or 
so, and in my opinion it's the most progressive software house 
around. The board-game version of HeroQuest was excellent in 
helping to introduce beginners to the realms of Dungeons and 
Dragons. Gremlin's brilliant adaptation manages to recreate the 
simplicity of the original perfectly, and also includes that spooky 
and mystical atmosphere as well. 


The graphics, like most of the Sheffield-based software house's 
games, are well-defined and highly-detailed, with some stunning 
pieces of animation and beautifully drawn backdrops. The control 
system is very user friendly - just point to where you want to explore 
and, providing you have enough movement points, off you go. 


As in the board-game, you can spend the money found in previous 
adventures on items of equipment such as crossbows and armour, 
but these are lost when your character is killed. This is when the 
save/restore icon is very much appreciated. A strong product based 
closely on the original, and a really refreshing change to the usual 
boring role-playing game.’ 


5/5 - Games-X - Issue 1 - May 1991 - Alex Simmons 


Jason Wilson - Graphics 


Beginning his career doing the art for the 
home computer ports of Pac-Mania, he 
continued with the 16-Bit graphics for 
Thunderbirds, Laser Squad, Prison, Space 
Harrier Hl (Spectrum, CPC, C64 , Amiga & 
ST) and Shadow Warriors on the Amiga and 
C64. After HeroQuest he did the graphics 
for Motérhead (a beat ‘em up based on the 
band). He followed this with the graphics for 
the SNES versions of Robocod and Super 
Troll Island and then Diggers on the Amiga. 
On the PS1 era he did the Design and art of 
Silverload a Western adventure. But its his 
next game he designed and did the graphics 
for, with the fantastic Medevil game and its 
sequel. In the PS2 era he worked on C-12 
Final Resistance, Ghosthunter and 24: The 
Game. 


Se ell <p. 
Fronmthe.b él ling role-playing game Gremlin brings you... 
COMPUTER ADVENTURE IN A WORLD OF MAGIC 
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Available On: 
Amiga ¢ Atari ST/STE ¢ 
Spectrum, Amstrad and 

C64 cassette & disk 
(PC VERSION AVAILABLE SUMMER 91) 


Gremlin Graphics Software Ltd., 
Carver house, 2-4 Carver Strect, 
Sheffield $1 4FS 
Tel: (0742) 753423 
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THE 4 | ntl CONTINUES 


£14.99 - GREMLIN - 221B SOFTWARE DEVELOPMENT - 1991 


- 4 PLAYER (T) - 1 DISK [DLC] 


This was an expansion add on for the HeroQuest 
game with ten more adventure quests for you to 
enjoy. This has you and your intrepid adventurers, 
as you go up against the Witchlord and his army 
of the un-dead. 


This was a first board game expansion on the board 
game as well, so they are well balanced and 
thought out adventures. But be warned, these 
adventures assume your party have played through 
all the original quests and so built up your 
weaponry and armour. So expect a lot tougher 
challenge this time around. 


It’s a shame no other expansions were released by 


Gremlin, or a create your own quest add on. But 
as it stands this a worthy DLC to the extend the 
life of the original game. 


[M|V] 


— — 


> ~} 


EXIF A aide MENU 


The expansion pack has ten more 
adventure quests to enjoy, same as 
the board-game expansion. 


The expansion pack is a lot 
tougher, expecting you to have 
built up your adventurers stats in 
the main game first. 


Return Of The 
Witch Lord 


CBM AMIGA 


WHAT THEY THOUGHT 


‘Gremlin's spiffy conversion of the low-level hack-and-slash board- 


game now has more quests. Return of the Witchlord is pan two of 


the sword-waving. spell-casting tale of warriors and wizards. Ten 
new missions are on offer. to test the mettle of even the best questers. 


These new quests are tough stuff, with hordes of hard nasties inside 
the very first door. So those saved parties from HeroQuest, complete 
with all their purchased weaponry and magic armour is going to 
be essential, if you are to make a successful assault on the Witchlord. 


10 new challenges await the party and all are proper HeroQuest 
(the board game version) adventures so you can he sure that all 
have a few surprises tucked up their armoured sleeves. Yet they all 
use the same interface established in Hero Quest, so play will be 
just as slick. 


Previously when you played the game it was so easy (even for the 
solo player) that managing four characters was a cinch. so the data 
disk has arrived just in time to catch the preliminary buzz of the 
original release. There has to be a huge number of heroes questing 
out there already. with the original riding high at number seven in 
the charts (see overleaf) and this data disk deserves to be an equal 
success. HeroQuest is needed in order to run Return of the 


Witchlord, but it has to he an absolute must to any Barbarian . Elf 


Wiz or Dwarf who want who want more Chaos Warriors to kill, 
zombies to slice, skeletons to slice...’ 


85% - Amiga Format - Issue 26 - Sept 1991 


‘The quests aren't much of a departure from the first lot They're 
lust different room layouts with different objectives at the end Don't 
expect any changes to the graphics or range of baddies. although 
I don't remember being stalked before by Death (who's invisible 
and knocks off body points when he passes through you) Its always 
tricky giving marks to expansion packs. This one isn't as radical 
as say, the Falcon mission disks, but it's sensibly priced and is 
certain to prolong the life of the original game. So I'd better give 
it 80 percent as well, really.’ 


80% - Amiga Power - Issue 7 - Nov 1991 - Jonathan Davies 


‘it has to he an absolute 
must to any Barbarian . 
Elf Wiz or Dwarf who 
want who want more 
Chaos Warriors to kill, 
zombies to slice, skeletons 
to slice...’ 


- Amiga Format 


COMPUTER ADVENTURE IN A WORLD OF MAGIC 


They also re-released HeroQuest 
as a double pack, including 
both the main game and 
expansion quests. 


There are different rooms and 
furniture to see in these quests. 


The HeroQuest menu, lets you 
choose your adventure party, 
and give them suitably silly 
names. 
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HeroQuest II: Legacy Of Sorasil 


£27.99 - GREMLIN - IN-HOUSE - 1994 
- 4 PLAYER (T) - 3 DISKS [DLC] (1MB + CD32) [ M | V ] 


This takes the loose idea of the board-game, but 
opens it up, to varied locales and monsters. The 
animations are a lot better this time and the music 
is less grating than the first, being an aural delight 
on CD32. 


Like the first game this is turn based, but moves 
and attacks are not based on dice rolls, but based 
on pure stats. Thankfully though, it is still an RPG 
lite, and so just as accessible as the first game. 


When I bought this game on release, I was 
disappointed, as it wasn’t the board-game | adored, 
and instead trying to do its own thing. However 
going back to it, I really enjoy it for what it is. 


Yes it’s a shame most people missed out on this 
game, with it only coming out on the Amiga and 
CD32. As this title was done by some top tier later 
Gremlin developers, with graphics by Matt Furniss 
(Loaded, Normality, Soulbringer, Sega Superstar 
Tennis, Star Wars: Battlefront) and Kevin Dudley 
(Space Crusade, Actua Soccer games, Realms of 
the Haunting and Sonic & All-Stars Racing: 
Transformed) and Chris Adams (Realms of the 
Haunting, Normality, Slipstream 5000). 


So give this a try, I think you will enjoy. 
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MAIN GAME 


This opens up the locations and 
places you can visit, over the 
board-game original. 


Graphics and animation is a big 
step-up over the original game. 


WHAT THEY THOUGHT 


‘The characters are bigger than before, and far more detailed with 
a lot more animation Unfortunately, this has led to less of the 
surrounding area displayed on screen than before, but that doesn't 
matter because the whole thing scrolls' Yes, scrolls' No more flipping 
between locations, and believe me when I say that this makes the 
whole thing a lot more playable. 


I've really enjoyed it, and am currently looking forward to playing 
it a lot more. As a role playing game, I don't think it has the subtlety 
of something like Worlds of Legend, and is far more fun played as 
a tactical strategy game. 


If you're after an RPG, there are a lot better, but if you want 
challenging gameplay and a game that's going to last. you can't go 
far wrong with this.’ 


83% - CU Amiga - Sept 1993 - Tony Dillon 


‘Gremlin's sequel to the classic 3D isometric adventure, released 
back in May, was warmly received by both the press and the general 
public This CD32 version of the game isn't that much different from 
the original Hero Quest 2. 


The only noticeable change is a brand spanking new CD soundtrack 
to tantalise your ear drums while you wander around the fabled 
land of Rhia. You can either use a mouse or the CD32 joy-pad for 
controlling your party of four heroes Both are equally good, 
although the extra buttons on the joy-pad tend to make things 
slightly easier. 


The game is relatively easy to play, but first-time adventurers might 
need to practice before attempting to complete the quest. 
Hero Quest 2 is divided into turns. You move your characters first 
then the Forces of Darkness respond. Each of your characters moves 
in order and there are a range of options each can carry out. All 
have an allocation of 20 action points per turn, to be used in 
whichever way you require - remembering that the more complex 
the action the more points it will take to complete. 


CD32 owners will be more than happy with Gremlin's superb 
adventure sequel. The 3D isometric graphics are spot on, the CD 
sound is a major improvement over the sonics heard in the computer 
version, plus it's still highly playable and incredibly addictive. 


Whether you're using joy-pad or mouse, the control method is very 
simple, making the game a lot of fun to play Even the younger 
player won't have too many problems with it Hero Quest 2 will last 
you an awful long time and it's by no means a game you're going 
to complete in an after-noon. If you've got a CD32 I heartily 


recommend Gremlin's fantasy role-playing sequel.’ 


75% - Amiga Computing - Issue 54 - Oct 1994 


‘Tf you're after an RPG, 
there are a lot better, but 
if you want challenging 
gameplay and a game that's 


going to last. you can't go 


far wrong with this.’ 
- CU Amiga 


The enemies are a lot more 
varied than the first game. (Not 
sure how effective a sword will 
be against a ghost? - Ed) 


A map can be viewed at any 
time, to see your progress, and 
more easily determine whats 
around you. 


The sequel deserves a lot more 
love. Most people missed the game 
as it was only on Amiga and the 
CD32 console. 
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Space Crusade 


£25.99 - GREMLIN - RAPIER DESIGN - 1992 
266 3 PLAYERS (T) - 2 DISKS [DLC] [M|V]|0O] 


After the success of the HeroQuest collaboration 
Space Crusade 
Amiga - Disk 2 
Data Disk 


11992 Gremlin Graphics Sottware Limited. 


between Milton Bradley and Games Workshop, it 
inspired them to do a more family friendly, 
simplistic version of their 40K Universe and 


specifically their game Space Hulk. 


This time fighting is more on ranged attack, and 
technology such as ability to scan an area, to show 
the monsters as Aliens blips on a scanner, so you 
can see them make their way towards you. 


The game does a fantastic job of streamlining all Shooting is depicted in isometric, 
the steps and wide range of actions, so that as a great depiction recreation of 
everything is a cinch and obvious. Most of the the board-game. 

game this time is done in 2D map form, with only 
the attacks or manually choosing to view the 
Isometric viewpoint. 


The 3D viewpoint is probably the weakest part, 
many of the alien creatures, don’t look menacing 
(Genestealers in particular, look positively daft). 
Also, the dashed transparent depictions where all 
the walls are, whilst useful from an accuracy 
standpoint, makes the visuals often look quite 
messy. 


As it stands, this is another faithful adaptation of 

the board-game, and whilst not the all time classic Most of the game is done in 2D 

of HeroQuest, it’s still a brilliant game to play. through the map. It work, but I 
would have preferred it like it was 
in HeroQuest. 
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WHAT THEY THOUGHT 


‘Space Crusade has two main plus pants: its atmosphere and its 
addictivety. Although a full view of the decks is given, it isn't until 
you enter a room that you can see what you're dealing with. This 
generates real claustrophobia, which. coupled with the games 
minimal but effective machine noises and alien squeals. is a perfect 


setting. 


The game's learning curve is perfect. too, with easy-to-get-into 
missions which are far from simple to solve Space Crusade is a 
classic strategy game. It's made the biggest impression on me since 
I saw Rebel Star Raiders on the ZX Spectrum eight years ago. 


Having never played the board-game. I can't comment on how well 
it has transferred, but on the Amiga, Space Crusade is brilliant. It 
has enough depth and character to keep you coming back for months 
to come In fact. the best commendation I can give Space Crusade 
is that not since Rebel Star Raiders has a game impressed me so 


much,’ 


92% - CU Amiga - May 1992 


‘In the world of board games, Space Crusade was the much awaited 
follow up to HeroQuest and was even advertised on TV. It was 
hardly surprising that Gremlin would produce the computer version 
alter their outstanding work with HeroQuest, 


Needless to say they have Improved on both their previous efforts 


and on the original board-game. Controls, gameplay and 


presentation are all outstanding, and I have absolutely no 
reservations in recommending this game to everyone, especially 


commanders with prior experience in the Adeptus Astartes.’ 


Note in issue 28 they miss-typed percentage score to 71% and so 
in issue 29 the reprinted whole review again with correct score. 


91% - Amiga Action - Issue 28 - Jan 1992 - Jason Simmons 


‘Space Crusade is one hell of a game RPG fan or not,, you'll it to 
bits. Go out and buy it today You will not regret it, I promise.’ 


91% - Amiga Computing - Issue 50 - July 1992 - Jonathan Maddock 


The alien designs, whilst 
quite close to the board- 


menace of say Space Hulk. 


game plating piece, lack the 


‘It has enough depth 
and character to keep 
you coming back for 
months to come In fact. 
the best commendation I 
can give Space Crusade 
is that not since Rebel 


Star Raiders has a game 


impressed me so much.’ 


- CU Amiga 


You can choose from three 
Space Marine Chapters. 


The game has cool ED-209 
style robots you have to take 
out. 


Dreadnoughts are pretty stupid, 
quick kills can be done, by 
closing the door on them. 
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The Genestealers don’t menace 
in the game sadly. 


Like in Aliens you can scan 
and then see pins of creatures, 
as they make their way towards 
you. 


The characterisations of the 
alien monsters are the weakest 
part of the game. 


Despite the simplistic visuals, 
playing the game in 2D mapped 
form is the best way to play. 


‘THE BIG ADVANTAGE that Space Crusade has over Hero Quest 
is the use of teams instead of individuals for each player. This gives 
you a lot more to do and helps you feel a lot more involved with 
the action. It also allows you to develop a much more strategic 
approach to the scenarios (something which makes the game almost 
100 per cent better than Hero Quest) and when you start playing 
with other humans and developing strategies, it just gets better. 


There are faults to Space Crusade, the most notable of which is the 
lack of continued 3D action. While full 3D gameplay would have 
been most satisfactory, the quick 'action cuts' as they stand are 
balanced well with the use of the overhead view. Other cracks in 
the hull are the strange way everything (from atmospheric aliens 
to piles of rubble) explodes when you hit it, either from laser fire 
or with a sword, the apparent ease with which some of the larger 
‘muthers' can be killed (one of my Commanders destroyed an entire 
dreadnought with the mere flick of his wrist-sword) and a lack of 
decent congratulations when you complete a mission or a simple 
intro before you start one (just to set the scene). 


These are challenged by atmospheric gameplay, very nice in-game 
animations and graphics and a faithful reproduction of the board 
game that loses none of its playability and competitive, enjoyable 
action. These pros (as far as I'm concerned) more than outweigh 
the cons and make Space Crusade a very worthwhile product, 
especially with the prospect of plenty of data disks to liven things 
up. It could do with some Wing Commander-type story telling 
though, helping to tie everything together.’ 


89% - The One Amiga - Issue 43 - April 1992 - Paul Presley 


‘Overall, Space Crusade much of the original feel of the 
board-game. but the computer format adds some great touches you'd 
be hard pressed to imitate physically, short of tipping lighter fluid 
over the board characters and lighting them as they get blown away. 


As was the point in the original game system, the emphasis is on 
simple strategy and on not getting bogged down by a multitude of 
tedious irrelevancies (roll die to save against poison gas/tripping 
up whatever). 


Each mission can be approached in a completely different way and 
you can use rust one or two chapters to make things that much 
more tricky/ Also, the prospect of more missions is a great plus. 
My only gripe is that you don't get the opportunity to play the 
aliens, but then, if you can beat 'em. why join them?’ 


85% - Amiga Power - Issue 12 - April 1992 


‘It's fun, not fast-paced joystick-bashing fun, but more your 
thoughtful. war-gamey, tactical move-type. with some mindless 
blasting thrown in. Issuing orders to each marine in turn can get 
tedious, and the tide of play can change suddenly due to a lucky 
or unlucky roll of the LEDs. What holds it back is the simplistic 
origins of the board-game. Adrenaline addicts will have to look 
elsewhere as will fuddy-duddy war-game rule junkies. If you like 
to take your aliens at a more thoughtful and simple pace it's a good 
outing all round’ 


82% - Amiga Format - Issue 34 - May 1992 - Chris Lloyd 


WHO MADE IT 


‘The graphics are crisp and well thought-out, which makes control 
a piece of cake. The game fairly bristles with things upon which 
your cursor can alight. Clicking with the left button on any of the 
icons at the bottom of the game-board screen gives an order, and 
the right button cancels. The program uses a system of highlighting 
and de-highlighting to display the options open to you. 


For example, which of the orks, soul-suckers or chaos commanders 
in range of attack, how far your Marines can move when it's their 
turn, whether to use your scanner, doors or deploy special 
combi-weapons, medical kits or melta-bombs. 


Given that this game is composed of elements of three different 
genres it seems a little unfair to judge it on the basis of one, so 1 
won't. Instead, it's fair to say that Space Crusade ploughs a similar 
furrow to its predecessors in the shape of 'computer game meets 
board game’, so I guess if you enjoy board-games, then you'll enjoy 
Space Crusade too.’ 


82% - Zero - Issue 31 - May 1992 - Michael Horsham 


‘Space Crusade picks up where HeroQuest dropped. It's got a lot 
of nice effects, touches and tweaks which a great game needs to 
lift itself above its competitors. Sound is good, but presentation 
could hardly be better planned or implemented. Strategy fans will 


not feel cheated if they part with the money for this Gremlin offering. ’ 


80% - Amiga Mania - June 1992 - Ashley Cotter-Cairns 


[ Other Reviews: S: 87%, D: 84%, ACAR: 75%, 
J: 68% R: CU: 88%, AP: 76%, 
O: 75%, AF: 6/10 J 


Michael Hart - Programmer 

starting his career on the Amiga with 
Passing Shot, Prison, Space Harrier 
II before doing HeroQuest. After that 
he worked on K240, Mega Man on 
Game Gear, Lead designer on Die Hard 
Trilogy on Windows and Batman & 
Robin on PS1. 


Barry Leitch - Music 
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The intro of the Space Marine 
squad firing to a roaring battle- 
cry is pretty cool. 


The game does a fantastic job 
of streamlining the controls in 
a really usable way. 


Adrian Carless - Graphics & 
Design 

Most famous for designing the 
character Zool. His career began 
doing Amstrad CPC graphics on 
Jackal, Ramparts, Cybernoid 
(NES version). Then Golden Axe 
(Amiga). After Space Crusade, he 
did Zool, Zool 2, Top Gear 3000 
(SNES) and for design he did Fatal 
Racing (AKA Whiplash), Actua 
Soccer, Normality, Loaded, Re- 
Loaded, Hardcore 4x4, Hardwar, 
Hogs of War, Republic: 
Revolution and Geon: Emotions. 


Veteran of the industry he began doing music for the C64 with Super Dragon Slayer, Battle-Field, 
Marauder, Emlyn Hughes International Soccer, Xenophobe, Gilbert: Escape from Drill, Weird 
Dreams and on Spectrum for games like Rock 'n Roll, Gemini Wing. On the 16-Bits he did Ferrari 


Formula One (on DOS and C64) and on Amiga he did Xenophobe, Gemini Wing, Treasure Trap, Combo 


Racer,Prophecy: Viking Child, 


Ultima V, Xiphos, Pegasus, Utopia: The Creation of a Nation, Suspicious Cargo, Super Cars II, 
Switchblade II, Team Suzuki, Lotus Turbo Challenge 2, The Humans, Lethal Weapon, Top Gear, 
American Gladiators (SNES, Mega Drive), Top Gear Rally, Gauntlet: Legends, San Francisco Rush 
2049 and most recently the fantastic music on Horizon Chase Turbo 1 and 2. 
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NOW WITH AN INCREDIBLE 22 MISSIONS 


a ff space CRUSabe & 
voyage Beyono eli voyage Beyono 


ATTIMPT TO GUIDE YOUR SPACE MARINES THROUGH 22 OF 
THE MOST HAZARDOUS AND GRUELLING MISSIONS EVER! 
The monsters thet ewa:t all those who wovld take up the challenge 
‘are the most leorseme ond pewertul ever discovered in the 
known universe. Watch out forthe entrad! suching Vilows Perauites 
ond deadly Spoce Ogres! 
Secceus will bring honour, failure is the end of all hope! 


Space age adventure has never been s0 geod. 
‘An excelleat addition te ony Spoce Crusede fans collection.” 
Brod Burton - AMIGA ACTION 


TENTEZ Of GUIDER VOS MARINES DE L'ESPACE DANS LES 22 
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Space Crusade : The Voyage Beyond [pic 


£25.99 - GREMLIN - RAPIER DESIGN - 1993 
270. 3 PLAYERS (T) - 1 DISKS [DLC] 


Like with HeroQuest, Gremlin’s Space Crusade 
also had an add on disk, with ten additional 
missions to the original missions. Also like with 
the other HeroQuest DLC, it has assumed you colina Gitenne 
"me 


have carved your way through the first set of voyage Beyonp 


@ 2€ 


AMIGA GAME DISK 


missions and so have built up your squad and 
your commanding skills, to take on the much 
bigger challenge. 


I actually like this update, as they have made 
tweaks to the visuals this time, so there is a lot 
more to see and do, building on the first game. The enemies have been redrawn 
It also add more sound effects to varying degrees and the backgrounds are more 
of success. detailed in the expansion. 


I still lament why Gremlin never did more 
expansion missions to enjoy, or build a 
construction kit to allow others to make them. 
But as it stands, if you enjoyed Space Crusade, 
and fancy more of a challenge, then this is 


definitely a worthy play through. 


Scan the area, and you can see 
blips of the creatures, moving 
towards you, like in Aliens. 
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WHAT THEY THOUGHT ‘The enhanced features 


include three newranks and 
‘The best way to play this game is to work your way through the . ; : 
Original first, and use your saved game disk on this Surprisingly @ variety of interesting 
enough, the graphics and sound have been given a bit of an overhaul 
Not much just a little bit. The players and aliens are slightly better scenarios. The Voyage 


defined, as are the backdrops, although the two-frame animation 


during combat still needs some looking at. Beyond 9 expands upon a 


ISATNOOUAH - OF# 


Interestingly, the background effects. such as the distant alien good Strategy game. re 
groans and the occasional beep of machinery has been replaced : 

with some pieces of music, Its not bad, but I prefer the atmospheric = Amiga Format 

silence, to be honest. 


Other than that. there's little I can say, if you enjoyed the original. 
then get hold of this. If you're struggling with the original, practise, 
then get hold of this. If you haven't got the original, where have 
you been? Get it now.’ 

81% - CU Amiga - Feb 1993 - Tony Dillon 


‘It’s definitely quality stuff and well up to the original's standards. 
Its not really going to be to everyone's tastes but for anyone who 


likes to dip their toes into the strategy pool every now and then, 
this should do your bunions some good.’ 

The main menu is naturally as 
80% - Amiga Power - Issue 23 - March 1993 - Dave Golder simple, like the main game. 
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‘What can I say? If you enjoyed the original, then you'll no doubt 
have roared down your local software shop already. Whereas if you 
didn't then you're hardly going to be tempted to part with fifteen 
quid for what is effectively more of the same. 


So you see, whatever I whinge on about here is largely academic. 
For the record, however, I have to say that whereas I thought the 


original game's missions were a touch on the easy side, I found 


these new ones to be right pigs. I suppose this is to be expected The map 2D is clear and 
but all the same anyone who sailed through the original is going simple to use like as you’d 
to be a little shocked when they get into this. expect. 


Any real flaws, however, lie in the game's basic design, not in these 
new missions. I know Space Crusade is based on a dice-rolling 
board-game but just a little too much is left to fate for my liking. 


In one mission I was doing perfectly well until a couple of 
randomly-generated events conspired to reduce my team of marines 
by nearly half in just two turns. Hardly fair, is it? That, and the 
slightly uninspired and unimaginative translation from board-game 
to computer, aside, this is a simplistic but fun RPG, that is never 


less than engrossing. If you've yet to sample the delights of Space 
Crusade then there's never been a better time to do it.’ 


The Space Hulk walls are much 
77% - The One Amiga - Issue 55 - April 1993 - David Upchurch more Alien like and all gooey. 
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Pity the Genestealers look as naff 
in this version. 


Still the DLC expansion has a lot 
more enemies for you to 
encounter. 


‘Several aeons ago (AF34 - 82 per cent) we reviewed Space Crusade 
by Gremlin. The Voyage Beyond data disk gives you 10 new missions, 
but you'll need the original game to use it. 


You'll also need to be reasonably experienced with the the original 
game, or you won't stand a chance when you embark on these new 
missions. 


The enhanced features include three new ranks and a variety of 
interesting scenarios. The Voyage Beyond , expands upon a good 
strategy game. but maybe you should ask yourself if you'd be better 
off buying Shadoworlds and having it all in real time.’ 


72% - Amiga Format- Issue 45 - April 1993 - Paul Tyrell 


‘This is an great addition to any Space Crusade fan's collection, 
and if you're fortunate enough to have the original version then 
it'll only cost you £10.99. 


However, if you haven't, it's going to cost you a whopping £25.99 
for the game plus the mission disk. You have to ask yourself if a 
game which is nearly two years old is worth this. Mind you, space 
age adventuring has never been so good, this year anyway -mind 
you, I suppose it's early days yet. But as a start of year warm up, 
it's not too bad.’ 


72% - Amiga Action Issue 41 - Feb 1993 - Steve McNally 


[ Other Reviews: S: 84%, AG: 72%, 
D: 60%, J: 51% ] 
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#29 ; Super 
Skidmarks (AKA Super Skidmarks 2) 


£24.99 - ACID SOFTWARE - IN-HOUSE - 1995 - 4 PLAYERS (S) - 7 DISKS (1MB) [ 


Made by Acid Software a newly formed game developer in New Zealand with Andrew 
Blackbourn (as he was known then, he is now called Chris), a kid just out of high school 
and starting Uni. Their first games were non commercial, such as Defender clones Zeron 
and Defender (by Acid). But when a new programming language had been created by 
fellow New-Zealander Mark Silby (who would go on to write the Doom clone on the 
Amiga called Gloom) and offered them to write a tech demo for it, they jumped at the 
chance. So they began to write a Super Sprint clone as a tech demo to show off this new 
impressive basic language Blitz Basic. But seeing the possibilty and popularity og yhr 
game, they decided to release it as a fully fledged commercial game called Skidmarks. 


Such was its success, that for the sequel they took that original game, made better opponent 
car AI, and added loads more content for you to race around. Keeping, like the first the 
focus on the cool 4 player multi-player mayhem madness, and just giving you more 
variety. With the right group of people together and 4 players, and you can truly have 
a wonderful time. DRISK 


&) WHAT WE THINK? 


RETRORIC 


Apart from Out Run, Chase H.Q. and Super Mario Kart, top down racers 
like Skidmarks have always been my goto. Earlier examples like Super 


Offroad and Indy Heat, which did get fairly decent versions on the 
Amiga, were some of my favourites of the genre and best played with 
multiple friends. 


2 76 Super Skidmarks does a great job of replicating these kinds of games 
with great car physics and superb isometric graphics. The little subtle 
effect of leaving the tyre tracks on the race courses, even though its a 
tiny detail, itreally adds something to the races and shows the history 
of funny crashes or big spinouts. 


This is definitely not a single player experience and for me, and was 
the better alternative to those awful Micro Machines games. I just 
couldn't stand the falling off the bottom of the screen mechanic. It put 
too many pauses in the action and stopped the flow of the races. 
Skidmarks is a pure racer and whilst it's less flamboyant, it flows like 
a proper race and allows for loads of continuous multiplayer action. 
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WHAT THEY THOUGHT ‘Exactly. With a 


‘But one thing's for sure. If ever a game was nigh on perfect, it's comprehensive and 

Super Skidmarks 2. It's all about control, skill, timing, aggression, 

instinct, confidence, belief, and most of all, ability. A completely challenging selection of one 
social sport. A test of yourself against your friends and fellows A . 

sport that couldn't be realised through any medium other than a player games and a simply 


computer. It screams to be played by more than one person. 


superb multi player option, 


It's where it's most alive and vibrant and happening and marketable. 

No surprise then that it appeared on the Amiga first. A positive this is a title that will find 
benefit of the game is the insight you gain into the character of 

opponents under competitive duress. Acid deserve to be rewarded itself being booted up far 


for bringing such a playable enjoyable experience to the Amiga 


first. Do yourself a favour, buy this game.’ more than the original ever 


SYUVWdINS YAdNS ~ 6C# 


92% - Amiga Format - Issue 71 - May 1995 - Steve McGill was.’ - CU Amiga 


‘my main worry about the game is its steep difficulty curve, If 
you're expecting to breeze through the courses like you did in the 
original Skidmarks, forget it. Super Skidmarks 2, is tougher than 
a rubbery old pork chop. The computer cars have obviously been 
to driving school, as their intelligence when it comes to keeping 
on the track is considerable, so expect to finish in last place on a 
regular basis for the first few games or so. 


This is probably a good thing. The original game's lack of difficulty 
gave it a kicking in the last-ability stakes and only the multiplayer 
option saved things But then how many of you were able to take 
advantage of the prefer-able modem link up option? 


Exactly. With a comprehensive and challenging selection of one ; Zz 77 
player games and a simply superb multi player option, this is a There is a nice variety to the 

title that will find itself being booted up far more than the original vehicles and tracks in the game. 

ever was. Super Skidmarks 2 is one of the best games I've ever 5 
played, certainly the best so far this year and definitely the best 
game yet from Acid Software. And for once us Amiga owners have 
got it all to ourselves Hurrah! 


92% - CU Amiga - May 1995 - Rik Skews 


The game does split screen for up 
to 4 players. 
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Essentially Super Sprint, with 
knobs, bells and lighter fluid 
thrown on. This game has it 
all. 


The rendered cars, as opposed to 
pixel hand-drawn, does leave me a 
little cold, in my opinion. 


Made in Blitz Basic, the game is 
mightily impressive from a 
technical stand-point. 


FRONTIER 2 


‘Finally, and this is what elevates the game to near divine status, 
there's the widescreen link mode. You need two computers and a 
null modem cable for this, but only one version of the game. and 
it splits the entire course over two monitors, allowing you to see 
all the track, all the time. This means (deep breath) that you and 
your friend, and their friend and their sister, and her mate and her 
brother and his mate and his dad can all play Super Skidmarks AT 
THE SAME TIME. Yes, EIGHT players, and YES, it is TRULY 
FANTASTIC. The game is a LANDMARK in game history, it's a 
CLASSIC, and it's a great shame that only the small section of 
people with access to two Al200s can play it. So phew, we've actually 
got a great game in this month. Move over Fl, take a hike FIGP 
and get your flaccid, runty little bod out of town ATR. Super 
Skidmarks rules, because it's great, because it's imaginative, but 
most of all, because we say so. 


The AGA version is Al200 almost another game entirely The high- 
res mode is the Mode of Champions. eight cars on the track make 
for frantic bumper-bouts. the disk accessing at least 50% faster 
and the Cinerama mode deserves a Nobel prize. Unmissable. 


91% (AGA) 86% (OCS/ECS) - Amiga Power - Issue 48 
- April 1995 - Mark Winstanley 


‘This is one hell of a race-'emeup it has to be said. Okay, so it just 
relies on the racing part and has no bonuses or upgrades to strive 
for, but it's great fun, especially when you have two or more players. 
It works really well in bringing out the competitive edge in you and 
with all the different tracks it provides a challenge. The many 
different championships add variety too. The extra cars you get this 
time round are a great aspect Some are just there for novelty value, 
such as the cows, but with a lighthearted game such as this it 


comes across really well. The VWs and Minis look good too - they're 
cute and fanatics of these vehicles will love having the opportunity 
to race around in their favourite cars Caravan towing is more than 
just a novelty too because it is very tricky trying to race around 
the tracks with these cumbersome vehicles strapped to the back. 


Graphics are not particularly advanced but they look colourful and 
fun, which definitely fits in with the feel of the game. The options 
screens could do with some work on them though - they didn't look 
particularly good and were fiddly to operate. It didn't look exactly 
polished and I would like to have seen something more user-friendly 
and a bit more 


attractive to look at There were a few minor glitches and bugs along 
the way but I can't say they happened all that often or were 
particularly noticeable - they certainly don't detract from what is 
a thoroughly enjoyable game. This is one of the most playable and 
fun race-'em-ups around and with the vast amount of new features 
added it's certainly worth a look, even if you have the original. 


89% - Amiga Computing - Issue 86 - May 1995 - Damon Hill 


‘With the CD there's no need for any disk swapping. Hooray. But 


INDEBT. IN°-DANGER. 


er iN A DRESS. now you can only have two players and not four. Boo. Unless you've | 
got an SX-1. Because of the couple of extras added on though, ",; 
I'm going to up the mark a little bit. Not too much, but a little bit.’ 


- Review Amiga CD32 version. 


92% - Amiga Power - Issue 51 - July 1995 - Paul Mellerick 


‘Beetles, racing cars, Porsche's. pick-up trucks, caravans and 
even cows take the chequered flag - the closest comparison one 


can make is to that Jaunty drive, stock car racing Up to eight 

cars race at one time, bumping, boring and sliding around the 

You cannot deny the sheer 
multitude of vehicles and options 
in the game. 


gravel and tarmac circuits and the most important attribute to 
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the skilled racer is line Take the wrong line and you can be 
bumped from first to last in seconds. But nudging can work in 
your favour; a swift shunt and the resultant speed burst can shoot 


you through the pack. 


Super Skidmarks really comes into its own in multi-player mode. 
Up to eight can race, though you need two CD32s and monitors 
and a link cable Oh, and four-way joy-pad adaptors or keyboards 
attached to the old console Fortunately, for the less-equipped, 
four can race on the one machine, though again, a four-player 
joy-pad adaptor is required, though Acid Software kindly explain 
how to put one together in the manual Anyway, to multi-player 
races. 


Against fellow beings, SS truly demands concentration, dexterous 


ioypadular skills and perhaps most of all, sheer nerve Picture it 
The rendered graphics are well 
done, but rather soulless in its 
implementation. 


You're out in front, two laps remaining, three chums on your tail. 
Carelessly, you over-steer, collide with the side barrier losing 2 79 
valuable milliseconds and as the third car shoots past, he catches 
you and suddenly you're facing the wrong direction, victory 
beyond you Doggonnit. Give your CD32 a treat.’- Review Amiga 


CD32. version. 
90% - Amiga Format - Issue 73 - July 1995 - Stephen Bradley 
WHO MADE IT 


Andrew Blackbourn - Programmer Rodney Smith - Graphics 


A young and skilled programmer from 
New Zealand and founder of Acid 
Software whilst started at University. 
He is only credited with working on 
Skidmarks and Super Skidmarks, and 
was initially made to be a demo game, 


Started work with Public domain game 
Zombie Apocalypse, and then he did the 


graphics and design of Seek and Destroy. 


He continued working on art on such fab 


Amiga games such as Cyberntix, Overkill, 


Woody’s World (one of my favourite 


There are oodles of tracks to 


platform games on the Amiga), Roadkill and enjoy in the game. 


to flag the fantastic power of Blitz 
Basic that had be written by fellow 
Mark Silby (who would go on to write 


Zombie Apocalypse 2. After the Amiga he 
worked 7 Legion, Demonstar Secret 


an Amiga Doom clone called Gloom). missions 1 and 2. He has recently done 


android browser games like Plant Tycoon. 


Simon Armstrong - Engineer 

Starting work on indie game Project 
Buzz-Bar. He then co-designed some 
of the tracks on Skidmarks and Super 
Skidmarks. After the Amiga he 
worked on 7" Legion and Hack, Slash 
and Loot! On Windows. 
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Skidmarks 


£25.99 - ACID SOFTWARE - IN-HOUSE - 1993 
250  . 4 PLAYERS (S) - 4 DISKS (MB) [M | V ] 


SKIDMARKS 


tracks and like its sequel lots of disk swapping... 
But get four like-minded people of similar skill 
level to race, and you will have masses amount of 
fun. 


Get 4 like-minded players together 
and you can have a real blast. 


SSLeeTr AR 


The toy-car physics works well, 
although the computer controlled cars 
are too easy to beat. 


There is a nice variety of cars to 
choose from. 
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I just wish they used Rodney 
Smiths pixel art talents, to make the 
game have more of a soul. 


WHAT THEY THOUGHT 


‘AMIGA 


VIDEO TITLING 
MADE EASY! 


SRY 


# SCALA 


GOES GLOBAL! 
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~ ReGtNNERS GUIDE 


‘Skidmarks is one of the most Instantly playable games I have ever 

played. along with one of the best two player games ever released 
on the Amiga. Okay, so it won't take too long before you can beat 
the computer opponents on all tracks, but who can't beat the 
computer teams in Sensible Soccer" The strength here lies in the 
electric atmosphere generated by a good two or four player game 
against opponents of equal skill. 


The manual suggests you should spill beer on the lap of your enemy 
to give yourself an advantage, and you can see why after a few 
games. Skidmarks is a landmark in computer games, and if future 
Blitz Basic games are as good as this one, we are going to see the 
Amiga and CD32 become the games machines of the next decade.’ 


92% - CU Amiga - Feb 1994 - Tony Dillon 


‘Skidmarks has gorgeous graphics. superb sound and is highly 
playable and unbelievably addictive. A very polished racer, that 
totally destroys all its competition.’ 


91% - Amiga Computing - Issue 71 - March 1994 
- Jonathan Maddock 


‘Get your motor running, get out your Amiga. Skidmarks is a rare 


and very tasty treat. It's packaged playability, it's canned 


competition. It is great.’ 


90% - Amiga Format - Issue 55 - Jan 1994 - Marcus Dyson 


‘twelve courses doesn't add up to much in the way of lastability, 
and you'd be right, so in one-player mode you're likely to get bored 


fairly quickly. But it's when you involve more people that the fun 


really starts and once you all commence playing it's unlikely you'll 
be able to drag yourself away. Like Sensi-Soccer, this is a timeless 
two-player game which is likely to be dragged out of your collection 
time and again, but it's worth bearing in mind that single players 
may find the appeal wearing off after a while.’ 


88% - The One Amiga- Issue 64 - Jan 1994 - Simon Byron 


‘It's such a shame that the disk-accessing routines have blighted 
the enjoyment the game has to offer. It really is a fantastic little 
game, especially for four people. 


Looks better and runs on A1200 more smoothly. The extra RAM 
means that two different models of car can appear on screen at the 
same time.’ 

77% (80% for AGA) - Amiga Power- Issue 34 

- Feb 1994 - Steve McGill 


‘if future Blitz Basic games 


are as good as this one, we 


are going to see the Amiga 
and CD32 become the 
games machines of the next 
decade.’ - CU Amiga 


The 12 tracks are basic, with 
none of the complexity of other 
top down racers. 


You think with only 12 tracks, 
they could have breathed some 
life and interest into the tracks. 


At least the vehicle handling is 
very well done in the game. It 
is a multiplayer gem on the 
Amiga. 


ort toms 
COMPUTER TEAM 
DIFFICULTY 
GAME MopE 


LAPS 


Lf 


The menu is clean and basic. But 
it lets you get into the action quickly 
(especially if not using floppy disks. 
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the racingest, chasingest game 
in Amiga history hasjust got 
200 times better! 


‘4 
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+» the racingest, chasingest 
game in Amiga history has 
just got 200 times better! 


Super Skidmarks 
includes all the features 
available in the original 
best seller Super Skidmarks 
PIUS IOS MOTE, ..-crrnere0e 
As a bonus we have also included Skidmarks 
FarmYard editions with some very strange sound Ii 
effects and Super Silly SkidMarks with comical ff 
sound effects and a bunch of new vehicles, 


Super Skidmarks: Data Disks [DLC 


£14.99 - ACID SOFTWARE - IN-HOUSE - 1996 
- 4 PLAYERS (S) - 3 DISKS [DLC] 


[Vv] 


Add on disk. This gives three additional 
championship modes, twelve new tracks, 
the ability to install on a hard drive and 
two more difficulty modes. 


It was poorly reviewed with Amiga 
Format giving it 69% and Amiga Power 
giving it 35%. Complaining about its 
lacklustre content. 


Ultimate Super Skidmarks 


£34.99 - ACID SOFTWARE - IN-HOUSE - 1998 
- 4 PLAYERS (S) - 1 CD (CD32 ONLY) [M]| V ] 


“~, + 


For lovers of Skidmarks this CD32 only 
Mj release is the best collection to play. 
Essentially Super Skidmarks, but with 
24 tracks and 50 vehicles. They include 
daft ones like X-Wing Fighters, Baby 
prams. Then there are downright bizarre 
Sy ones like cows and fish and the like. 
a Most of it is cosmetic and a bit daft and 
| the extra sound effects annoy, but you 
still have the original game and modes 


to ignore those bits. 


‘This presents a bit of a problem when it comes to scoring it It's 
certainly the most complete and accessible version of the game, 
running direct from the CD with no problems at all It hasn't actually 
degraded or gone sour since we last played it, but time moves on 
and standards change. Although it has the hallmarks of a classic 
game. like multi player split screen modes. speed. humour, flexibility 
and so on, the core game-play is now starting to look quite dated 


You could compare it to Micro Machines. which recently fared well 
with its PlayStation conversion, and it would stand up quite well 
against it if you'd never played Skidmarks. However, having seen 
and played it in a number of slightly different incarnations over i 
the years. I've really had my fill, On the other hand, if by some 
freak of fate you've still to sample its slippery delights, maybe its 
time you did. Now can we call an end to this, unless we're going 
to get a proper, whole, new Skidmarks 2? 


70% - CU Amiga - March 1998 - Tony Horgan 


[ Other Reviews: AF: 90% ] 
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of legend and folklore and finally you will enter the world of 
darkness. and its inhabitants! 
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#28 : Rainbow 
Islands 


£24.99 - OCEAN - GRAFTGOLD - 1990 - 2 PLAYERS (T) - 1 DISK [M|V|O ] 
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Based on the Taito 1986 arcade classic, the Amiga port made by 
Graftgold, is the best home computer port of the game (PC engine CD, 
pips it to the post). Of course since the Sony PlayStation and Sega 
Saturn era, we have had the ability to play this fantastic arcade game 
in perfect form. But back in 1990, to have arcade games only a few 
years old, being released in the home, almost arcade perfect was mind 
blowing. 


In Rainbow Islands, the sequel to Bubble Bobble. You play Bub and 
Bob, who after saving the world, and turning themselves back into 
human form, have found monsters have taken over all the Rainbow 
Islands where you live and worse yet! The Islands are sinking. So now 


armed with a rainbow, which you can use as a bridge or a weapon, you 


must collect every game gem, from each island and save the day. 
The game has all the main levels of the 
The game is quite a departure for the first game, here the levels scroll arcade original. It is missing the secret 
and are on a time limit... with the sea slowly rising. Using the rainbows worlds, but to be on the Amiga, on a single 
as both a weapon and a bridge, is pure genius, and you really feel the disk it’s so complete. 
pressure to make it to the top, to be showered with a treasure chest of 
treats, treasures and goodies. Then every third round, you are up against 
the Islands guardian monster. Usually an enlarged monster, these are 
cute and memorable, even if easy to beat if you are powered up enough. 


Overall one of the best Amiga arcade ports and fans of the game, should i 
give it a try, even if it’s to ogle at the fantastic Bob Wakelin box artwork. 


DRISK 
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WHAT WE THINK? 


PX 36 


DRISKY SAYS: 


This is is an amazing home arcade port of Rainbow islands, being nigh 
on arcade perfect, with only the secret world being missing. Outside 
the PC Engine CD version, I think this is the best contemporary Rainbow 
Island home port around. 


Sure in today's world of the PS1, Saturn, Taito Legends compilation or 
indeed MAME, which has it as arcade perfect, then you do perhaps 
question, is it worth playing it on the Amiga today? For me the answer 
is a resounding yes, even for the nostalgic feels, of playing the game I 
personally grew up. At least you get the original “Over The Rainbow” 
tune playing in this version. 


RETRORIC 
Another one of the best Arcade conversions on the Amiga. 


There's not a great deal to say about this game that hasn't been said 
before. It's missing the two player mode and some level areas, but back 
in the day it was as close to arcade perfect as you could have ever hoped 
for. 


It's not my favourite style of arcade game, I think my favourite in the 
genre is Bubble Bobble or Snow Brothers as I love that capturing the 
enemies mechanic. I never played much of Rainbow Islands at the time, 
as it felt more like a game from the 8-bit days, but it stands up to the 
test of time. 


KINGY SAYS: 


I saw that my good friend Drisky used the word arcade perfect. That 
is a dangerous word to waggle around. But you know what? He's bloody 
well correct - this conversion is superb. It is one of those games that 
make you question if this port/copy/facsimile is so darn good then why 
can't the other disappointments have been the same? 


This proves the Amiga has what it takes, and in Graftgold's hands, we 
were delivered a game to indeed be excited about, in terms of home 
versions of popular arcade games. 


WHAT THEY THOUGHT 


‘After all the legal battles and general confusion as to exactly who 
was to convert this sequel to Bubble Bobble, Rainbow Islands has 
finally fallen into the hands of Ocean, who are now definitely 
releasing it. Baron von Blubba has kidnapped all the inhabitants 
of the seven islands and has replaced them with his own henchmen. 


As Bub, hero of Bubble Bobble and now in human form, your task 
is to reach the top of each of islands before they sink into the ocean, 
and finally reach the last island and rescue the hostages. 


As well as the usual directional and jump controls, Bub also has 
the use of a magic rainbow which he can use as either a bridge to 
climb across to firmer footing, or as a weapon with which to trap 
and crush the nasties. Rainbow Islands is a fantastic game (in fact, 
looking back we think we underrated it on the ST) and these new 
versions are simply staggering. Rainbow Islands is go to be THE 
game of 1990 - and if it isn't, we'll gladly eat our words!!’ 


Amiga Version: Practically arcade perfect, Amiga Rainbow Islands 
is an outstanding platform game which you'd be an absolute twerp 
to miss out on.’ 


96% - C+VG - Issue 101 - April 1990 


‘What a cracking game! Its supremely addictive, completely 
playable and thoroughly enjoyable. This is a classic game from the 
Super Mario Bros school of games design that will have you glued 
to the monitor for a very long time. There's just so much in the 
game it's a credit to whoever designed the coin-op, and the 
conversion is superb. For some light relief and solid fun you'd be 
a fool to pass this by.’ 


95% - Amiga Format - Issue 10 - May 1990 - Andy Smith 


‘Andrew's made use of the Amiga's 'Blitter’ for plotting the sprites 
on screen. "Before I did this," he says, "it was considerably slower 
than the ST when running the same program. However using the 
blitter not only matches the speed of the ST, it improves on it. There 
are so many sprites running around, it gives the chip plenty to do 
— it's probably used most of the time." 


The music sounds great in three channel stereo (the 'Hurry?' 
message sound 'moves' from one speaker to the other), with sound 
effects playing on two channels to create the illusion of them coming 
from the centre of the stage. The result is an ever-so-slightly more 
accurate incarnation of the coin-op on one disk instead of two.’ 


94% - The One - Issue 11 - Aug 1989 - Gary Penn 


‘Practically arcade perfect, 
Amiga Rainbow Islands is 
an outstanding platform 
game which you'd be an 
absolute twerp to miss out 
on.’ - C+VG 
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Using rainbow bridges, as both a 
weapon and a bridge, is pure 
gaming genius by Taito. 
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Get to the end of the level, and 
you are treated to a shower of 
tasty goodies and treats. 
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The end of world boss for Insect 
land, is a giant bouncing spider. 
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The second world is combat 
island, full of cute military 
hardware. 


‘The only variation with the original coin-op is the omission of the 
three secret islands and the Prince of Darkness. Memory limitations 
prevented Graftgold from including these in the home versions- 
though they have managed to include both of the possible animated 
end-game sequences. 


Steve Turner, Andy Braybrook and company can congratulate them 


selves on this fine conversion. It is nearly identical to the coin-op 
The game has fantastic variety in almost every department, with smooth animation and colourful 
to all the different worlds. graphics, plus jolly coin-op sound FX and tunes to support it. 
Totally un-put-downable.’ - Atari ST Review. 


934/1000 - ACE - Issue 24 - Sept 1989 - Eugene Lacey 


‘You want a coin-op? Go to your local computer store and splash 
out 25 quid on this! Okay. so maybe its not that accurate but its 
certainly close — unless you're a real fan of the arcade machine 
you'll be hard pushed to spot the difference. There are some colour 
and slight definition discrepancies, and everything happens a little 
slower, but otherwise, graphics are identical. Sound effects aren't 


as close but are a good approximation and jolly the game along.’ 
The world two boss, is a rather 
cute helicopter. 

93% - Games Machine - Issue 28 - March 1990 - Warren Lapworth 


917370 917370 


2 


‘T can't lie. I adore the Rainbow Islands coin-op. I don't know why, 
it's just that those cutesy Japanese games intrigue me. These 
conversions intrigue me, as well. I'm intrigued to know just how 
Graftgold managed to cram so much of the original's features Into 
a couple of home computers, and still retain the enormous feeling 
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of pleasure which you get when tackling the coin-op. 


World 3 is the rather cool 
Monster Island. 


Some clever little routines have been utilised in the production of 


this game: the special items tally (the computer can automatically 
make your game Simpler if you are continually being killed!), and 

1269330 1269330 . . 
: - the way the rainbow bullets arc their way onto the screen (the 
programmer told us that it took him ages to get that right!). It looks 
as though Rainbow Islands has put Graftgold back on the right 


tracks. Pity it's driving me off the rails!!!’ 


92% - Zzap! 64 - Issue 53 - Sept 1989 - Robin Hogg 


The third boss, is Dracula...I 
‘vant to suck your blood! Mwa- eh, x exactly the same as the coin op. It's identical. It sounds identical, 
ha-ha (I think writing this Stinoarscamconsen It plays identically. Veterans of the arcade game will have absolutely 
book as made you go a bit bic] > lee le no problems getting to grips with it. and once newcomers have it 


crazy - Ed). 


‘To say Graftgold's work is a fair translation would be unfair. It is 


mastered its odds on they'll be able to get a fair way into the arcade 
version (assuming they can find one — Ed). The graphics are 
16 SOOO 16 Soe brilliant. Colourful and full of character, even our miserable Ed 
melted at the sight of a screen full of rainbows and ladybirds. And 


that is its attraction. It's just one of those games that ifs almost 


impossible to get frustrated at. Almost. 


The sound is excellent too. A brilliant game. Perhaps not Loads of 
cheeky spot effects and the most lasting of games though a remixed 
version of ‘Somewhere Over The Rainbow'. Come on Gran, get those 


knees up. A Brilliant game. Perhaps not the most lasting of games 
World 4 is the very colourful though there's a dam sight more to it than Bubble Bobble. Buy it. 
Toy Island. Please. 
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88% - CU Amiga-64 - Sept 1989 - Tony Dillon 
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‘Rainbow Islands Is very well put together with clear, colourful 
graphics and reasonably slick gameplay. There's a nice balance 
between difficulty and possibility with lots of encouraging little 
bonuses to pick up along the way. The use of rainbows as weapons 
is an imaginative, if slightly cutesy, idea particularly as they can 
be used to trap as well as shoot nasties. It's also possible to walk 
up them but I found this a tidge unreliable as they often crumbled 
away faster than granny's stodgiest crumble. 


For most of the game the soundtrack is really impressive but at 
moments of great tension its cheery tinkly tinkly tune is guaranteed 
to drive you up the wall. While you're there you'll probably meet 
an end of level nasty and that, quite frankly, will be the end of you. 
Rainbow Islands is a tough little cute and will be loved by platform 
players.’ 

87% - Zero - Issue 7 - May 1990 - Paul Lakin 


‘I was a great fan of Bubble Bobble, and I was a bit worried that 
this sequel would be a bit of a let down. Luckily, programmers, 
Graftgold, have managed to Incorporate every feature of the 
coin-op - including every bonus screen and hidden feature I can 
remember - and, as a result, I have played Rainbow Islands more 
than any other game this month! Each Island is deviously arranged, 
and Making your way to the top of each, trapping the nestles along 
the way is great fun. Basically, if you only buy one game this month, 
m aka sure its this one - you won't regret it.’ 


86% - Amiga Action - Issue 1 - Oct 1989 - Steve Merrett 


‘once the tide starts coming in it looks like North Wales in March. 
And so our rainbow warriors progress. climbing to the top of the 
screen in each level, collecting bonus fruit on the way. Some of the 
objects to be found are a lot more useful than fruit. A shoe will 
give extra speed on the ground, while the potions will enable faster 
and longer rainbows. 


Each island also contains a secret room, a bit like Bubble Bobble. 
The way to access these rooms remains secret but if you fol-low 
the same plan as in the prequel you won't go too far wrong. The 
end of each island, if you can bring yourself to kill all those horrible 
cute baddies, is guarded, reasonably enough I suppose, by a 
guardian. 


This is usually a sort of jumbo mutant-sized version of one of the 
creatures you have already encountered. They don't look quite so 
cute.’ when they take up most of the screen. The tune is a bit 
annoying. not as good as the Bubble Bobble soundtrack. Incidental 
effects don't vary much from the standard formula, but they're good 
enough. If you like action but draw the line at the sight of intestines, 
then you won't find much better than Rainbow Islands. There's lots 
of it, too. Terribly uncool, though.’ 


80% - Amiga Computing - Vol 2 No 12 - May 1990 - Green 
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World 5, is Doh Island, and so 
has all the enemies of the 
arcade game Arkanoid. 


Of course the end of level boss 
of Doh Island is of course Doh 
himself. 
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World 6 has Bub and Bob 
enter Robot Island. 


Mr Roboto... 


Domi Aragato... 
Yes the end of world boss for 
Robot Island is a really cute 
robot. 
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World 8 is Dragon Island, a 
fantasy themed level. 


3622030 3622030 
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Red stars can hit, to kill 
enemies in all directions. 


The end of game is ironically a 
dragon... This one has flame as 
opposed to bubbles. 


Yay! you have collected all the 
coloured diamonds. You have 
now completed the game. 


55137340 35137340 


YOU VERY MUCH, BUBBY!:! FI 
7EACE CAME BACK TO THIS WORLD 
BRAVE ACT!? WE SHALL NEVER FOI 
R KINDNESS, EVER" 


gie.s20en9 0.0 
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‘Rainbow Islands is the game keyboards were built for (only the 
truly sad play it with joysticks), and the only game that makes Super 
NES owners wish they had an Amiga Its beyond criticism. 


Its the game that separates the true lover of video-game 
entertainment as a concept, and a part of a compete and fulfilling 
life, from the pathetic no-hope trainspotter loser too terminally 
screwed-up and repressed to enjoy anything with primary colours 
in it. 


If you don't like this game, I hope you die horribly of something 
painful before your breathing pollutes the air of the planet for 
another single second. Your sort makes me __ sick.’ 
- Budget Release Review £7.99 

96% - Amiga Power - Issue 15 - July 1992 - Stuart Campbell 


‘Rainbow Islands is one of the all-time classic cute platform games. 
Bub and Bob. stars of the previous game Bubble Bobble. throw 
away their sickeningly cute dinosaur dis-guises and become chubby 
cherubs. Their soft soap bubble weapons make way for magic 
rainbows - equally cute and inoffensive, but far more colourful. 


Play involves climbing to the top of each level. After every four 
levels. you have to face the guardian of each island. These massive 
monsters are just super-sized versions of the other cute creatures 
you'll encounter. It's fast, fun and very addictive: so much so that 
you'll 


have to drag yourself away from the screen to eat and sleep. I kid 
you not. Graphics and rinky-dink tunes are of arcade quality. In 


fact. this conversion of a slot machine even has a two-player option 


(not simultaneous. though) and a credit feature to allow you to 
continue play. Power-ups, secret rooms and treasure, terrifying 
(ahem') nasties and a frightening grab factor combine to make 
Rainbow Islands one of the greats. The price is fab. too. 
- Budget Release Review - £7.99 


85% - Amiga Mania - June 1992 - Ashley Cotter-Cairns 


[Other Reviews: J: 97%, D: 4/10 
R: CU: 97%, AA: 97%, Z: 95%] 


WHO MADE IT 


Andrew Braybrook - Programmer 
Beginning with games on the TRS/80 
and Dragon, coding the ports of 
Hewson’s Steve Turner games of 3D 
Space Wars, 3D LunarAttack and 3D 
Seiddab Attack. Hew continued on 
the C64, doing the port of Gribbly’s 
Day Out. At this time Andrew started 
to design games, making C64 all time 
classics Paradroid, Uridium (did 
Spekky version as well). He also did 
AlleyKat, Morpheus and on the 
Spectrum Intensity and Quazatron. 
On the Amiga and Atari ST, alongside 
Rainbow Islands he did Paradroid 
‘90, Uridium 2, Fire & Ice and 
Virocop and also helped code 
Simulcra. After Hewson went bust, he 
decided to leave the game industry and 
joined an insurance firm. 


Dominic Robinson - O.0.P.S Kernel 
Wrote the underlying engine used in 
the home computer versions of 
Rainbow Islands. Starting with 
programming the Spectrum version of 
Uridium, he went to co-design 
Zynaps. He then coded Sky Shark and 
Anarchy on the Spectrum and Amstrad 
CPC. After Rainbow Islands, he did 
Simulcra, Paradroid ‘90, Killing 
Cloud, Shuttle: The Space Flight 
Simulator, B-17 Flying Fortress and 
Air Duel: 80 Years of Dogfighting. 
On consoles and PC he did 
Overboard! (AKA Shipwreckers! In 
USA), Assault Rigs, G-Police and 
Championship Manager 4. 


Steve Turner - Music 

Founder of Graftgold. He started 
working for Hewson Consultants, 
creating games on the Spectrum such 
as 3D Space Wars, 3D LunarAttack 
and 3D Seiddab Attack, he the 
surpassed himself with the game 
Avalon and its sequel Dragontorc to 
much acclaim. After he did the 
Spectrum port of Quazatron and made 
games like Astroclone, Rana Rama, 
Magnetron, Intensity, Bushido: Way 
of the Warrior and Ivan 'Ironman' 
Stewart's Super Off Road spectrum 
and CPC ports. After Rainbow 
Islands he did Simulcra, Realms and 
Virocop, he did ports of Superman: 
The Man of Steel, Ottifants, Fire & 
Ice on to the consoles. 


John Cumming- Graphics 

Beginning his career porting Firelord to 
the C64. He then co-designed and coded 
the game Zynaps (C64 and Spectrum) and 
the 1988 game Soldier of Fortune (C64). 
On Graphics he did Sky Shark, Anarchy, 
Orion, Intensity, Bushido: Way of the 
Warrior, Stunt Car Racer and Ivan 
'Ironman' Stewart's Super Off Road. 
After Rainbow Islands (which he did all 
home computer versions), he worked on 
Paradroid ‘90 Simulcra and California 
Games II (SNES) . 


Jason Page - Sound Effects 

Most famous for being the person who 
wrote all the original non licensed music 
on Gran Turismo games. He began work 
on the Orion on C64 in 1988. He 
continued on Spectrum and Amstrad doing 
the sounds and music port of 

Ivan 'Ironman' Stewart's Super Off 
Road. After the Amiga, ST and C64 audio 
for Rainbow Islands, he worked on 
Simulcra, Paradroid ‘90 and the amazing 
music on Fire & Ice. His first work on 
the consoles was the music for Gods, 
Chaos Engine, Outlander, 3 Ninja kick 
Back, The Ottifants, Wolverine: 
Adamantium Rage and Ultimate Soccer 
on to to the Mega Drive and Mega CD. 
He also did the music for Rise of the 
Robots. On Amiga he continued with 
music for Ruff 'n' Tumble and Flight of 
the Amazon Queen. 


On the Sony consoles he did Porsche 
Challenge, Cool Boarders 2, Spice 
World, This is Football 1-2 , Terracon 
and the original music on the first three 
Grand Turismo games. 


Fukio Mitsuji - Original Designer 
Amazing Taito Japanese game designer 
who sadly passed away in 2008 due to a 
heart attack. His first credited game was 
Super Dead Heat released in 1985. He 
then did Land, Sea, Air Squad and the 
fantastic shooter Halley’s Comet. But it 
was in 1986 and his game Bubble Bobble 
that he cemented himself in gaming 
history. He would follow it up with 
Rainbow Islands: The Story of Bubble 
Bobble 2 and then did shooters Syvalion, 
Darius II, Omega Fighter. He also did 
Volified (a Qix sequel), Magical Puzzle 
Poplis (a puzzle game that’s a hidden 
Game Gear gem) and Sharp X68000 Star 
Trader released in 1992. 
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THESE ARE TWO HUNGRY DINO 
‘UN DOWN TIGHT..You and your two bronto 
sin bubble trouble You've got to battle b 


~~ 


lies by blowin 
100 screnns of slap-happy sucts Got an appotite for fun...then get blowin: 


Bubble Bobble 


£19.99 - FIREBIRD SOFTWARE - 


Based on the 1986 Taito arcade game, about to kids 
Bub & Bob who are looking to rescue their girlfriends, 
and turned into baby, bubble blowing dinos. The idea 
is to go from screen to screen, capture all the enemies 
in bubbles and then burst the captured monsters to 
make tasty treats and fruits. 


This is almost arcade perfect and like the original 
gameplay is sublime, with each screen is like a puzzle, 
with you working out where best to stand, to beat the 
score with maximum score. A real gaming classic. 


This has over the years Bubble Bobble has become 
one of my favourite games of all time. The score 
nuances and multi layered gameplay, belies the initial 
simplicity to one of the finest deepest gameplay titles 


out there. 


Incidentally in 2020 a free home-brew Amiga release 
of the arcade game called Tiny Bubble was made by 
Abyss. This is even closer to the Arcade game and 
can be downloaded here. 


HI_ SCORE 


Spell the word EXTEND in the pick 
up letters then you reach the Bonus 
screen for an extra life. 


ing billions of bubbles. It’s a fast-paced bubble banquet thro 


IN-HOUSE - 
- 2 PLAYERS (S) - 1 DISKS [ M | V | Remake | 


packed arcade screamer is here! Bubble Bobble has 

been the number one game in Europe for aver three 

months in a row. 100 screens of addcove ection ere 
ready and waiting 10 drive you crazy. 


Bub and Bob need your help if they're ever 10 


1988 


2=2;uBUBBLE 
BOBBLE 


The game is pretty much arcade 
perfect on the Amiga. 


om rinesten 


I love the title screen on the 
home ports, so much better than 
the box art. 


NOW IT IS. THE BEGINNING OF A 
FANTASTIC STORV +! LETS MAKE' A 
JOURNEY FO THE CAVE ‘OF MONSTERS 

GOOD LUCK 


Let 
and journey awaits you... 


us begin... A fantastic story 
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WHAT THEY THOUGHT 


‘For their first coin-op conversion. Firebird certainly chose well. 
Those two bubble blowing, banana eating Brontosauri have been 
a great success on every machine they've been converted to. The 
Amiga version of this arcade classic is still just as addictive, 


frustrating and playable as the other versions Bubble Bobble is one 


of the best arcade conversions we're probably ever likely to see.’ 
958/1000 - ACE - Issue 9 - June 1988 


‘Of all the arcade conversions ever to be made on the Amiga I 
thought Bubble Bobble would be the best. For probably the first 
time in my life I was wrong. Bubble Bobble is a good conversion, 
but it stumbles in a few places. The two player mode is there and 
all the features, but the sound effects are only average The tune is 
lust a touch off the arcade original, and that touch just gives it a 
quality that starts to grate on the ear drums after a while. The 
graphics are almost exactly the same but when the going gets tough 
the screen gets busy, and when the screen gets busy the game slows 
down (slap on the back of the hand, Firebird.) 


In the arcade when you get all the letters to extend your life, a little 
guy appears on a separate screen with some large bubbles which 
he proceeds to burst. On the Amiga version you also get the screen 
but the brontosaur' remain inanimate, and you have to wait a short 
while for the screen to boot. Also missing is the way the little figure 
of player two (or whoever is dead.) comes on with a sign saying 
Insert coin or press fire whenever there is one player. 


BB is a competent conversion of a highly enjoyable arcade game 
and. apart from the aforementioned irritants, a very accurate one. 
An extremely playable game which will appeal to a variety of ages.’ 


7/10 - Commodore User - April 1988 - Mark Patterson 


‘Bubble Bobble has the unusual distinction of being a two player 
game but with a one player option (a bit like Gauntlet). There is 
scope for co-operation and there are many different ways of finishing 
off a screen. Even if you do die and have to start over again, the 
screens never become samey or boring because you can set up 
different strategies all the time As far as being an Arcade conversion 
is concerned. Bubble Bobble is very good_ The music is annoyingly 
catchy, the sound effects are passable. (if a little passe) and 
controlling the game from a joystick is very easy. The idea for 
Bubble Bobble is suitably wacky. but then what do you expect from 
Taito? The two characters Bub and Bob are a hit in the arcades 
and even though this version hardly uses the Amiga's capabilities 
to the full there are some nice features that are not on the Atari ST 


version.’ 


54% - Your Amiga - Aug to Sept 1988 - Mary Branscombe 


Each level is like a puzzle, working 
out where to stand and best tackle 
the screen in the best way. 


I love how each background of the 
screen is always so different. 


The idea to catch the enemies in 
bubbles and then pop them. 
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You can use your bubbles to bounce 
on, to reach higher platforms. 


Certain pickups take you to secret 
treasure room. 
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‘This is more lake it. This is what budget re-releases should be F] 
about. Classic games for pocket money prices. And believe you me, oy i 
Bubble Bobble is a bloody classic and a half: From this one game + eaeaae Co 
came every single cute platform game ever. Its excellent. Even rit] a ! 
though its since been overshadowed by its more famous sequel. PY a 
Rainbow Islands (also due out on budget soon), it s still one of the Ry = 
finest platform games in the uni-verse. Best with two players, this i = 
is a simple and effective game that no sell-respecting games player | - 
should be without. At this price it s the bargain of the century. Snap 
it up. Nuff said.’ The game levels have a variety of = 
power-up items to pick-up. a 
- Reviewed for Re-Released Budget Game - £7.99 2 
= 
91% - Amiga Computing - Issue 48 - May 1992 - Daniel Whitehead dS 
~A 


‘Bubble Bobble was initially released around four years ago on 
most of the popular 8-bit formats. At the time, there was nothing 
better and it still comfortably holds its own against many of the 
current releases. 


You and. if you so desire. a team mate can take control of two cute 
dragons, incidentally named Bub and Bob who must battle their Ah, might as well jump 

way through no less than 100 levels of chaos in search of their (jump)...Might as well jump. 
buxom, beautiful, beloved girlfriends. 


The real aim of the game is to jump around the mass of platforms 
blowing bubbles and trapping every single one of the baddies in 
order to convert them into bonus objects. If you've never been 
fortunate enough to play this game. Buy it now. It's one of the most 
fun and addictive games that I've ever had the pleasure of playing 
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and at this ridiculous price that can't be bad, can it be?’ 


- Reviewed for Re-Released Budget Game - £7.99 


90% - Amiga Action - Issue 28 - Jan 1992 - Peter Lee Certain items, makes loads of bonus 
pick-ups appear. 


‘Quite simply, if you don't already own this buy it now. A perfect 
£7.99 game - its only weakness is that it’s so much better in two 
player mode, than one.’ 


- Reviewed for Re-Released Budget Game - £7.99 


87% - Amiga Power - Issue 7 - Nov 1991 - Matt Bielby 


‘This is the game that started it all. Little Bub and Bob, transformed 
into two bubble-blowing Brontosauri and trapped within 100 nasty- The enemies and levels are all so 
filled screens, Thus, with only their soapy breath to aid them, they iconic in the game. 

must encapsulate the errant baddies in a freshly-produced bubble 
and then pop it, sending the creature to its certain death. 


Along the way. lettered bubbles appear which, when collected in 
sequence, spell out the word EXTEND, granting the player with a 
much-needed extra life, and bypassing that particular screen. And 
that's it really. The graphics are very simple and, although it is 
starting to look rather dated now, Bubble Bobble still has what it 
takes in the gameplay stakes, As a one-player game it proves to be 


extremely playable, but opens up more as a two-player game. There's 
lots to do and some very nasty screens, and it comes with my Make through 100 screens and you 
wholehearted recommendation. - Reviewed for Re-Released finally meet the evil (but incredibly 
Budget Game - £7.99 cute) Super Drunk. 


84% - CU Amiga - Dec 1991 - Steve Merrett 


WHO MADE IT 


David J. Broadhurst - Programmer 
A long illustrious career in the 

| industry. He began with the C64 game 
| Mr. Frosty and the Killer Penguins, 
released in 1985 followed by the C64 
game Metranaut. He then converted 
C5 Clive to the C64. After the 16-Bit 
ports of Bubble Bobble he did the 
Amiga and ST ports of LED Storm, 
Bionic Commando, Ghouls ‘n Ghosts 
and Sly Spy: Secret Agent. Then after 
founding his own development studio, 
Psyonic Systems, he did the games 
Dojo Dan (for Europress) and 
Assassin, Assassin : Special Edition 
and Overdrive for Team 17. On the 
consoles he did Judge Dredd and 
Daffy Duck in Hollywood on the 
Mega Drive, The Saturn version of 
FIFA Soccer '96 and World Cup 98 
and FIFA ‘99 on the N64. He also 
worked on the Saturn version of 
Bubble Bobble also featuring 
Rainbow Islands. His most recent 
titles he has programmed and designed 
are Knockout Kings 2000 and 2001, 
Fight Club and the Xbox version of 
50 Cent: Bulletproof. He now is a 
game director, working on Homefront 
and Darksiders 2. 


CONGRATULATIONS 


THE END ? 


Andrew R. Threlfall - Graphics 

As well as doing the graphics for the home 
ports of Bubble Bobble, he did LED Storm, 
Bionic Commando, 

Ghouls ‘N Ghosts, Sly Spy: Secret Agent 
and Sky Shark. After the Amiga he did 
Blaster Master 2 and Spider-Man / 
Venom: Maximum Carnage on the Mega 
Drive. On the later consoles he did the 
graphics for Wayne Gretzky's 3D Hockey 
'98 on N64. He then did football games 
with UEFA Euro 2000 and FIFA 2001 to 
2003, and FIFA World Cup 2002. 


David Whittaker - Music & Sounds 

You could spend a whole book listing all 
the fantastic music David has worked on, 
but here are some of his highlights... 
Starting work on the C64 doing Star 
Wars, Deathwake, Last mission, Defcom, 
Zub and Sanxion. He then started to do 
Spectrum and Amstrad CPC doing titles 
such as Leviathan, Tetris and Max 
Headroom. But it was his association with 
Codemaster games he is fondly remembered 
for in this period. He did Super Robin 
Hood. Grand Prix Simulator and Dizzy 
series, doing Dizzy, Treasure Island 
Dizzy and Fantasy World Dizzy music. 

He also did the James Bond games, Living 
Daylights and License to Kill. On the 
Amiga and ST he did Xenon and Xenon 2, 
converting the fabulous Megabass track to 
the machines. He also did the Garfield 
music on the Amiga, Kid Gloves, Alien 
Syndrome, Alfred Chicken, Shadow Of 
The Beast, Speedball, Thundercats and 
Back to The Future 2 to name but a few 
titles. After the Amiga he has done many 
more games music, although today is best 
known for his work on almost all of the 
LEGO video games. 


- —~ “ SO <a | 
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( HEY BUB.LOOKS UKE weve | (LETS NOT STEW THERES ONLY ONE WAY 
\ WA ST FULL OF DANGER AND DELIGHT, GOT’ SOME AND OF THIS JAM = } 
, WHERE EVERYTHING ISGOOD TO EAT AND JOLLY ROUND DINOSAURS. TRULY THEY'RE IN THE K OUT a a 4A [o™ 

IN PEACE. LIVED TWO SUCH NAMED 6UB —— 
AND BOB. ONE DAY BUB BOB GOT WORD THAT TWO OF THEIR. 

BEEN ABDUC 


| BRONTOSAURUS BUDDIES HAD BARRON VON 
BONNER WHO LIVED IN THE EVIL FOREST JUST (OND THE HORIZON 
\ SO BUBAND BOS SET OFF TO FIND THER FRIENDS ANP BRING THEM Te 


MM d Apple computers. 
We bring you games that 
strategy—games that make 
you laugh and put you on the edge of your seat, Taito brings 
you adventures that take you on voyages to places you've never 
been before—to brave new worlds of imagination and fantasy 
After alt, isn’t what that great video games are all about? 

NOBODY BRINGS MORE ARCADE ACTION TO YOUR HOME 
COMPUTER THAN TAITO. Because arcade games are the bench- 
mark for al! home video games. Taito’s leadership in the arcade 


arena translates into ¢ thrits for your home computer. 


That's why Taito 


could bring you so much arcade 
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p la 
excitement? Nobody but Taita. [That's wha 


RUNS ON STANDARD A500, 41000, FF 
1500, A2000, A3000, A500 PLUS. y 
1 HB RECOMMENDED. \ 


£25.99 - OCEAN - IN-HOUSE - 1992 


- 2 PLAYERS (S) - 1 DISKS [ M| V|0O] 


The third true Bubble Bobble saga game, never made 
it to the arcades, being originally a PC Engine game. 
Thankfully Ocean, after their success with Rainbow 
Islands brought it across to the Amiga (and treated us 
to more Bob Wakelin box art to boot). This time 
Bub and Bob have a magic umbrella (Shouldn’t that 
be be Parasol -Ed) and like in Bubble Bobble they 
must use this to pick up and hurl the enemies to their 
destruction (and get lots of tasty goodies). Like with 
Rainbow Islands, each area is a distinctive themed 
area, with a memorable giant boss at the end. 


That is in a nutshell, Bubble Bobble gameplay, with 
Rainbow Island gameplay ideas. Like the other games, 
it has a jaunty, catchy tune. It even nicks a tune with 
the song Lambada being used for the end of level 
bosses. 


Sure the game doesn’t have the hidden depths of 
Bubble Bobble or Rainbow Islands, but that doesn’t 
stop it being a huge amount of fun to play. Give the 


game a blast today. 


_aventure. Vous allez a dev. 
Bout découvrir les innombrables tableaux de 


ARASOL STARS™. Avec votre paraplule, I! faudra utilise 
eau, le feu, les éclairs et les étoiles pour repousser les 
vagues d'ennemis. Chaque tableau regorge d'ennemis 
différents et de gros monstres envoyes par leur chef 
diabolique; Chaostikhan. Vous pouvez jouer 4 seul ou a 
deux a travers plus d'une centaine de tableaux. fl vous 
faudra etre trés habile pour percer le secret de 


PARASOL STARS™: 


Mach Dich bereit fur die fingerstrapazierenden 
Abenteuer, die Dich erwarten, wenn BUB und BOB 
ihren Weg auf Deinen Computer finden 
Nutze die vier Elemente - Feuer, Wasser, Licht und 
Sterne um die Wellen der bdsartigen Gegner zu 
Ubericben, die Deine Aufgabe, das Universum von 
recklichen, genialen Chaostikahn zu befreien, 
n wollen. Wenn Du alleine oder mit einem Freund 
mut Du immer auf der Hut sein... Die einzige 
Hoffnung, das Showdown zu erreichen, ist das Geheimnis 


der PARASOL STARS” zu losen ———"*- 
PARASOL STARS 


SN) 


The Musical World is the first 
one you will take on. 


The end of World 1 boss is a 
big drum. TI love the kick me 
written on him & Lambada 
tune playing. 


THE STORY OF BUBBLE BOBBLE III 


| 
13156*01 7377 J 
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Woodland World’s levels are 
bigger than one screen, and so 
scrolls. 


The Second World boss, is a 
weird bird plant. 


One difference to Bubble Bobble, 
is you can build up the power- 
ups to be more destructive. 


The Ocean World boss is a 
giant Island Nessie, with spewing 
molten volcano rocks. 


WHAT THEY THOUGHT 


‘The Bub and Bob series went from good to excellent in the transition 
between Bubble Bobble and Rainbow Islands, and this third 
instalment keeps up the tradition. Its by no means better than 
Rainbow, and somehow doesn't come across as polished, but it's 
still one of the best games I've played on the Amiga. 


Graphically. it fits in perfectly with the others but the area where 
Parasol succeeds the most is in the ever-essential gameplay stakes. 
The game's gentle learning curve eases the player into its 
intricacies. and although there's plenty of scope for progress, there's 
no way this will be beaten in one sitting. 


In all, one of the best games to appear from Ocean's home-grown 
studio and a credit to the Mancunian giants. The trouble with the 
word 'classic' is that it is given out willy-nilly, cheapening its worth. 
Parasol Stars, however, is truly deserving of the accolade. Sheer 
brilliance, and no mistaking.’ 


95% - CU Amiga - March 1992 - Steve Merrett 


‘What can I say? Enough of you raved your socks off to Rainbow 
Islands, and on the strength of that, Parasol Stars can't miss. It's 
equally cute, it's simple to get to grips with and has a lot of subtle 
depth. It's a brilliant two-player game (you can either help each 
other out a great deal or be the nastiest kid on the block) and the 
whole thing is so slickly put together it'll have you coming back 
for more (and more). 


The graphics are bright and colourful and the action thick and fast. 
End of level sprites are huge, imaginative and well hard. Even when 
the screen is chock-full of fruity goodies to collect, two players and 
hordes of nasties, the action doesn't slow down. Gameplay is a 
guaranteed winner, mixing frenetic shoot 'em up action with puzzling 
and two player co-operation. 


The Ocean in-house programming team, consisting of Mick West 
(coding), Don McDermott (graphics) and Mathew Cannon (music), 
has done an excellent job in converting a brilliant Taito coin-op 
idea. I say ‘idea', fact fans, because the game never actually 
appeared in the arcades. It did make a brief appearance on the PC 
Engine, but the floppy version is actually an improvement on the 
console version - a whole new star;' 

92% - Zero - Issue 31 - March 1992 - Dave Wilson 


‘The success of Its predecessors means that Parasol Stars will sell 
by the lorry load. It would have been easy for Ocean to take the 
easy option and simply chum out a game to the old formula 
Thankfully they haven't followed this road. The gameplay has been 
improved considerably and a lot of effort has been put into the 
development of the new product. The game's style is very much like 
a console product with bouncy tones, plenty of colour and cute 
graphics all In a cartoonesque environment. The result is an 
addictive game that will prove to be as popular as its parents.’ 


91% - Amiga Action - Issue 31 - April 1992 


< Showered 
with money 
and unicorn 
pulled show 
girls, Casino 
World has it 
all. 


‘That it perhaps doesn't entirely live up to our expectations, is our 
own fault rather than Ocean's or the programmers’, but don't get 
the wrong idea - this is a gorgeous arcade game, right up at the 
top of the league alongside Rod-Land and all the rest. but it's just 
not quite the universe-beater you were hoping for. You'd be a fool 
not to buy it, though.’ 

88% - Amiga Power - Issue 12 - April 1992 - Stuart Campbell 


‘Rather than the action taking place on one continuously vertical 
scrolling level. like Rainbow Islands, Parasol Stars is definitely a 
game of screens. When one is complete you scroll flip-screen style 
to the next. In this and many other aspects it is more like Bubble 
Bobble. 


The Bubble Bobbie similarity is confused slightly by the fact that 
later screens scroll. That is to say that one screen/level is wider 
than one monitor screen, so the game scrolls within the confines 
of this screen/level Is it enough to initiate a bygone and better 
game? Well, when the basic idea is as strong as this, and when the 
imitation is done as well as this is. the answer is yes. Despite 
covering absolutely no new ground whatsoever. Parasol Stars 
manages to captivate and delight. I could go on praising. but I've 
got better things to do, like improve my high score.’ 

87% - Amiga Format - Issue 36 - July 1992 - Marcus Dyson 


‘Parasol Stars is still a long way short of perfect. Of the previous 
two titles, Parasol Stars is probably closer to Bubble Bobble. As a 
two-player game it works well, but solo it doesn't. The graphics 
are a lot better, but the game really isn't about the way it looks. 


There are lots of worlds to complete, but the game is more about 
amassing scores than finishing levels. However, the Bubble Bobble 
series is nothing if not original, and there's enough of a learning 
curve for the player to scale simply to fully understand how to 
control Bub and Bob properly and work out the rules of their 
environment to make it an amusing though complicated affair. 


It certainly isn't a game for all tastes, and players used to or fond 
of games where the difficulty is more evenly paced and the eventual 
score doesn't really matter would be well advised to consider the 
outlay carefully. 


However, fans of the series and in particular those players lucky 
enough to have patience. played the PC Engine version will know 
exactly what to expect, and won't be disappointed. And I'm sure 
such folks will be only too pleased to dis-cover that players heroic 
enough to reach the rather excellent end sequence will receive an 
invitation to "Watch out for Bubble Bobble IV!". Yum.’ 


850/1000 - ACE - Issue 55 - April 1992 - Jim Douglas 


< The map 
shows all the 
Worlds visited 
and still to 
tackle. 


So many Taito characters 
make an apperance in the 
game. 


Machine World, is full of 
robots. 


The end of World boss is 
Transformer robot, turning 
himself from a cute plane. 


Casino World, has lots of fab 
bright neon and fun enemies. 


A Las Vegs girl riding a 
flying unicorn. You gotta 
love the Japanese craziness. 
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WHO MADE IT 


‘PARASOL STARS is obviously going to be judged by the success 
of Bubble Bobble and Rainbow Islands. It's definitely a great mixture 
of the two, but that doesn't automatically mean that it's going to 
be an excellent game. Parasol Stars is a good game, there's no 
doubt about that, but it's nothing new, nothing fancy - in short, 
there are not enough differences between the original game and 
this one to start making a fuss about. 


Jumping around the brightly coloured platforms is enjoyable, but 
it also becomes a little tedious after a while (doing the same routine 
in every level). There are all the usual good points, the graphics 
are brilliantly Great done, bright graphics, and colourful and the 
main great music, sprite has been based on that great fun — of 
Rainbow but nothing Islands, but re-drawn (so that new there are 
extra expressions on Bub's and Bob's faces). 


The enemy sprites are equally as impressive, even if they are slightly 
limited in animation. A lot of the baddies are recognisable from 
Bubble Bobble, Rainbow Islands and even other games (like Doh, 
from Arkanoid)! The jolly tunes that accompany each level give it 
a very cutesy/arcade feel, which is exactly what it needs. However, 
it's still just a collection of mostly similar platform games that 
doesn't have nearly enough variety in gameplay that something such 
as Harlequin or Titus The Fox offers. 


Parasol Stars deserves to do well as it is a very good game, it just 
doesn't quite deserve the many accolades and cries of 'classic' that 
it's more than likely to get, simply because the first two were so 
good.’ 

82% - The One Amiga - Issue 43 - March 1992 - Jools Watsham 


[Other Reviews: S: 85%, AM: 8/10, D: 60% 
R: AF: 9/10, O: 88%, AA: 86%, 
AA: 86%, AP: 84%, CU: 82%, 
AP: 79%, AF: 60%] 


The final Rainbow Islands World, 
brings back many of the enemies from 
the Rainbow Islands game. 


The Rainbow Islands World, has you 
up against yourself in Bubble Bobble 
form. (weird - Ed). 


Mick West - Programming 

Starting his career with the 16-Bit 
conversions of Steve Davis World 
Snooker, he then did the ST port of 
U.N. Squadron and did the Amiga and 
ST versions of Rotox and Darkman. 
After Parasol Stars, he did Lethal 
Weapon for the Amiga and ST. After 
the Amiga he did the Mega Drive and 
SNES game BattleTech: A Game of 
Armored Combat, The PS1 version of 
Skeleton Warriors and MDK. He then 
was Lead Programmer on Tony Hawk's 
Pro Skater and worked on Ultimate 
Spider-Man. 


Keith Tinman- Music 


brilliant music on The Thing. 


Don McDermott - Graphics 

Beginning his career with doing ported graphics, with the C64 
port of Terminator 2: Judgement Day and Navy Seals 
(Gameboy). After Parasol Stars, he did the graphics and co- 
designed Lethal Weapon game and the graphics Hook. After 
the Amiga he worked on Addams Family Values, Last Rites, 
NCAA March Madness 2000, Dogz 5 and Medal of Honor: 
Frontline. Recently he has written games for Apple iPad with 
Checkers, Canasta, Gin Rummy, Rummy 500, Domino 
Royale and Blitz. 

Matthew Cannon - Music 

Starting with F29-Retaliator in 1989, he went on to do Batman 
(Amiga, ST, C64, Spectrum, C64, CPC and MSX), Elf, 
Operation Thunderbolt (Spectrum), Robocop 2 (Spectrum, 
CPC), Navy Seals (Multiple). After Parasol Stars he did Super 
Hunchback (Gameboy), Rock ‘m Roll Racing (SNES), Ken 
Griffey Jr Presents Major League Baseball, Tin Star, and 
Striker ‘95. 


Beginning with Spectrum music for Are of Yesod, he did many un- 
credited games, before Batman: The Caped Crusader on the 
Spectrum. Other highlights are Midnight Resistance (multiple 
systems), Untouchables, Robocop 2, Hudson Hawk, Toki and 
Pushover. After Parasol Stars he did, One Step Beyond, Addams 
Family Values, Last Rites, Wetrix, Silver, Evolva and the 
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At last — A true multi-table 


Pinball simulator 

32 cohow grephks 
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One te eight player geome 
Fem, tert amd teriows - jest Uke the real thing! 


Sm Ween 
Prabal Dreams words is den trirenden teetichen 
fochseatschrittes getestet: 
Aamige Joker: Red Urhed (86%), Aaige Jober-HIT, 
Peter Brows “Pinball Drwemrs holt Dir dhe Spreithathe 
ins Wohmrienmer!” 
ASM: Gesomtnote (9/17). “Get”, Lors Rickert: 
“Ker alle, de gers flippers ond cvch vine Amiga 
haber cine ichmrade Ansitottusg! ~ 
Power Play: Pewerwerteng (73%), “Get”, Kawt 
Gellert: “Aut dem Amigo gib's rr Zeit sichts 
Vergheichbares.” 


Finalmente — Un vero simulctore 
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#27: Pinball Dreams 


£25.99 - 21% CENTURY ENTERTAINMENT - DIGITAL ILLUSIONS 
- 1992 - 8 PLAYERS (T) - 2 DISKS [M | V ] 


Apart from Atari's smoke-and-mirrors game of Video Pinball, there 
was no digital version of pinball that captured the excitement and 
spirit of the wonderful (and very tactile) piece of entertainment that 


also resided in our arcade emporiums. Then along came Pinball 
Dreams, the game that spawned a series of fantastic tables that truly 
delivered the pinball experience via CRT. With no fewer than four 
thematic tables, this game felt value for money. I was never one for 
high scores on Space Invaders or Pacman, but don't mess with my 
pinball score, which is in the millions. I never thought that pinball 
would convert over to a computer game, and I would have bet on that. 
But then the Amiga happened, ball physics got good, and visuals also 
became good. I don't mind being proven wrong when it's to my own 
benefit. I now love both things - real-world pinball and its digital 
counterpart. KINGY 


Pinball Dreams has four tables, interestingly 
themed and with suitably different layouts. 


|_| WHAT WE THINK? 


DRISKY SAYS: 


A wonderful Pinball game, that blew me away when I first played it. 
The tables are all solid, and the Nightmare Table is one I always try to 
play around Halloween time. Only the Ignition table is the weakest of 
the four tables, with not too much to do. But the others have so much 
to offer and play through. 


But please only play the Amiga version (or at time of writing the Amiga 
Ant Stream version). GOG.com only has the poor PC version, and I have 
seen others shrug their shoulders in indifference after playing the SNES 
version (and don’t get me started on the Gameboy port). All these 
versions are vastly inferior, both in looks, sounds and playing mechanics, 
and so it has given many the totally wrong impression of this classic 
Pinball game and series. 


RETRORIC 


This was another one of the quintessential Amiga games back in the 
day. I reckon this made people fans of pinball, as I certainly paid more 


attention to the tables I saw in arcades after playing this. | remember 
loving the Street Fighter 2 pinball table sometime in 93 or 94. 


It depends which tables you have an affinity for, but my love for the 
3 04 Steel Wheel and Nightmare tables always sees me going back to Pinball 
Dreams from this trilogy of epic pinball games from Digital Illusions. 
It's very hard to overstate just how good these games were at the time. 


The ports on the SNES and Dos just didn't do the experience justice 
and so these games were always Amiga only experiences. 


KINGY SAYS: 


I've always loved pinball - I was exposed to it at my local seaside 


arcades since my earliest memory and gravitated towards them just 
as much as arcade machines. Until then, there were mediocre 
experiences of giving a pinball fan a video game version. Those older 
adults like me will recall 8-bit games like Macadam Bumper, which 
didn't scratch that itch. Then came along Pinball Dreams and its 
succession of sequels. With four fantastic tables on offer, I was hooked 
- I was actually bloody obsessed and fired this game up more times 
than it was healthy. Pinball had finally made it to the gamer's bedroom. 


RGDS AMIGA TOP 50 GAMES 


WHAT THEY THOUGHT 


T DON'T LIKE PINBALL. I've never liked pinball, ever since I saw 
my first table in my local arcade. So why has Pinball Dreams got 
me throwing people off the Amiga, so I can flip the flippers and 
light the lights at every available opportunity? Beats me. 


What I do know is that it's an excellent pinball simulation. It's 
classy, professional and beautifully presented. From the superb 
musical scores that play throughout the game to the sheer speed 


with which everything moves, it's just such a slick piece of 


programming. That said, it is just pinball. Regular Tommy's who 
can notch up a couple of million by merely twitching their eyebrows 
will no doubt never tire of the product, but for the average Joe, the 
four tables might seem a little limiting, with most of the features 
appearing on all of them. 


But this leads me back to my initial statement. Why does it have 
me - a self-confessed average Joe - gnawing at my desk with 
eagerness to get back and play it some more? It's probably 


something to do with the 'coolness factor’. Most people are put off 


playing pinball tables because they're no good. There's nothing 
more embarrassing than strolling up to the local Son Of Mega 
Monster Meets Death Hurdlers Brother Two table and amassing a 


mighty 20,000 points while the guy next to you has got crowds of 


girls around him as he passes his fifth 20 million in 10 minutes. 


Having four well designed tables in your own home ain't such a 
bad thing, especially when they're all as playable as these. This is 
a surprising game, providing well produced and highly addictive 
entertainment. At last you have a chance to practice the real thing 
in the privacy of your own home, where the only person who'll know 
how bad you are is yourself.’ 


89% - The One Amiga - Issue 43 - April 1992 - Paul Presley 


‘Pinball Dreams Is a beautiful pinball game, closer to the real thing 
than any other attempt I ye seen on any machine, and gorgeously 
presented with great sonics and some lovely graphical touches, 
convincing ball movement and more playability than almost 
anything in the world. Go and buy it at once. ' So that's what I'll 
say: Ignore all the whinging, Pinball Dreams is a beautiful (Snip! 
-Ed). 


BOTTOM LINE: Absolutely top-notch silver ball action, hampered 
only by a slight lack of imagination in the table design. All the 
same, — you'll play this for years to come. and quite right too.’ 


87% - Amiga Power - Issue 12 - April 1992 - Stuart Campbell 


‘Stupendously compelling and a gift for all last action pinball lovers. 

Pinball Dreams is mercilessly conveyed by the Amiga to keep you 
rooted to your seat and eyeballing the screen, Most noticeable Is 
the realistic ball movement which is as last and extremely smooth 
as the vertical scrolling of the table. 


As an authentic alternative to the genuine article, this will save 
you plenty of money. The only concern is the shortage of tables: a 
table editor for your own set- ups would have been useful but you 
can sure play a mean pinball on the existing four.’ 


87% - Amiga Action - Issue 31 - April 1992 


‘Absolutely top-notch silver 
ball action, hampered only 
by a_ slight lack of 


imagination in the table 


design.’ - Amiga Power 


SNVAUd TIVANId - LCo# 


The Ignition table, is the worst 
table in the pack, being very 
basic and quite an empty table. 


305 


The Steel Wheel table is a 
western themed table is awesome. 


tonore CHARTS 


The music themed table, Beat 
Box has you try to make it up 
the charts. 


el AMIGA ‘The best thing about Pinball Dreams is that, as well as being great 

es to look at and listen to, it s brilliant to play. The way the ball moves 
is unnervingly-realistic and while there arent really that many 
features on each table, it manages to keep the excitement going 
with-out appearing too cluttered or empty. And as for the addiction 
level, well, imagine having a pinball table but not having to pay 
to play it It s very, very hard to resist. Just having another quick 
bash. 


Chat O MOH SVS Awe 8 ovr Toy 


The morning we got it, we booted it up at about half nine and it 


didn't get turned off again until five o clock. It’s now ten past nine 
the next morning and already Darren is well into his third game. 


The Nightmare table, which is 


horror themed. This is my Addictive’ You could say that There is one criticism, and that s that 
favourite of the four. It also has for nearly £26 you don t get enough variety. Once you've mastered 
my favourite accompanying music all four tables, the appeal might not be as great. A table editor 
track. would've been a nice idea, or even the option for further tables on 


separate data disks. Even so, what you do get is a maddeningly 
addictive pinball simulator with the added bonus of an eight-player 
option. If pinball is your thang then get hold of it immediately. OK 
get off the Amiga, Darren. It's my turn now. Hang about, is Biff 
supposed to be that purple colour' Oops.’ 


86% - Amiga Computing - Issue 47 - April 1992 - Daniel Whitehead 


‘To say that there are loads of pinball games on the Amiga would 
be like saying Jonathan King isn't an obnoxious git. It's simply not 


true. Jonathan King is an obnoxious git and there aren't many 
The Ignition table is a very fast pinball games for the Amiga. I can only think of two, actually: 


306 moving table, about you travelling 


Pinball Simulator from Code Masters (crap) and Time Scanners 


space. 


from Activision (okay). 


So what about Pinball Dreams then? Well, first off, Pinball Dreams 
does what it does (i.e. plays pinball) excellently. The graphics are 
excellent, the music is excellent, the sound effects are excellent, the 
table designs are excellent and the ball behaviour is excellent 
(although it's maybe a little on the ‘light' side, if you know what I 
mean). So, there you go - four computer pinball tables for the 
fraction of the cost of the real thing. 


The only gripe is that things don't go any further. Using the computer 
as a medium, the world can be your oyster - take the Mega Drive 


game Devil Crash, for example - a pinball machine crossed with a 


shoot ‘em up. Brill! If only Pinball Dreams stacked the tables on 
The Steel Wheel table has cool top of one another, and you had to get a certain score before a 
ramps, and a cool theme, about 'gate' opened to allow you upwards access. If only there were lasers 
travelling across America by trains. which you could blast your ball with, instead of relying on 'table 


shake’. If only you could... but there are lots of 'ifs', and this is 
supposed to be a review, not a think-tank, so I'll shut up. 


Let's call Pinball Dreams a pinball game for the purist and have 
done with it. If you want a very good, plain and simple, no techno- 
frills attached pinball game, Pinball Dreams is your baby. It's that 
straightforward. ’ 


86% - Zero - Issue 31 - May 1992 - Duncan MacDonald 


RGDS AMIGA TOP 50 GAMES 


Beat Box table has you have to 
try to break in and get to number 
one on the air-waves. 


cu, 


‘21 Century Century Entertainment claim that Pinball Dreams is 
the world's first Amiga Pinball simulator. Hardly. For if you look 
back a few years, you may remember an excellent little bumpers 
and balls number called Pinball Wizard. Misinformation aside, 
Pinball Dreams is still rather good. 


Four tables are on offer: Space. Wild West. Dance Music. and a 
Nightmare table based loosely on the coin-op Terminator 2 table. 
The design of the tables are all pretty simple, with the usual array 
of bumpers. flippers and flickering lights. Playing the tables is 
simplicity itself. with the mouse sending the ball into play and 
the Shift keys activating the flippers. In addition, the space bar 
is used to nudge the ball -although too much nudging will cause 
it to 'Tilt', rendering the flippers useless. 


During play, the tables scroll to follow the ball, and each spans 
two full screens. Although this may seem a little off-putting, it 
works very well, and adds to the instinctive nature a Pinball sim 
needs. Real tables can be very frustrating. with loads of places 


for the ball to avoid your flippers, and 21st Century's game 
features an equally devious array. I've never been an avid player 


of the real machines. but it used to wind me up no end to see the 
ball sail cleanly between my flippers or one of the aforementioned 
gulfs. The fact that this game got me as worked up as the real 
thing, is as good a compliment regarding its realism that you're 
ever likely to hear. In addition. the all-important ball movement 
is equally good, with no quirks to the bouncing or jerky rebounds. 


The presentation is also amazing. All the flashing lights and 
impressive samples of a true table are present. as are all the 
pings, squeals, digitised speech and small snatches of music. 
Basically, this is playable stuff and, as far as I'm concerned, 
utterly addictive. Pinball Dreams may not have been the first, but 
it's definitely the best so far. True pinball fun without a coin slot.’ 


83% - CU Amiga - April 1992 - Tony Dillon 


[Other Reviews: D: 98%, S: 96.2%, AM: 92% ] 


The Horror theme, has the most 
complex layout, and is my 
favourite. 


The music themed table, is one of 
my favourites with a great sense 
of progression. 
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WHO MADE IT 


Founded by form Demo-scene Amiga house known as The Silents. In 1988 Digital illusions was and perhaps better known today as 


DICE. The Swedish development house is famous now-a-days for their Battlefield games, but they started being known for their 


Pinball games. 
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Starting on Pinball Dreams, they made 
a name for themselves and quickly did 
Pinball Fantasies and Pinball Illusions 
on the Amiga. After the Amiga he 
worked on True Pinball and the fab 
PSland Windows racer Motorhead. He 
stayed to do the menu’s for Midtown 
Madness 3, Battlefield 2 & 
Battlefield: Bad Company. 


Starting on Pinball Dreams, he also did 
Pinball Fantasies and Benefactor on 
the Amiga. After the Amiga he did 
True Pinball, Motorhead. He then did 
Rallysport Challenge 1-2, Midtown 
Madness 3, Battlefield: 1942, 
Battlefield 2 and recently Ultracore. 


He started with Pinball Dreams and did 
Pinball Fantasies and Pinball 
Illusions, True Pinball, PS1/Win racer 
Motorhead. He worked on Midtown 
Madness 3 and Battlefield 2, 
Battlefield: Bad Company 1 &2, 
Mirrors Edge, Battlefield 3 & 4, Star 
Wars: Battlefront and Designer and 
artist on the well received indie game 
Ultracore. 


He worked on the impressive ball 
physics for both Pinball Dreams and 
its sequel Pinball Fantasies. He then 
left the game industry. 


He did Pinball Dreams, Pinball 
Fantasies, Pinball Hlusions and 
was chief designer of Benefactor. 


After the Amiga he produced 
Motorhead, Wanted: Weapons of 
Fate and Ultracore. 


Digital Illusion circa 1993. 


By ‘Dig Musions’ based on thei WE RATEZ PAS CETTE FANTASTIOUE © Mega bonus © Estensibe 
shonningly successful ‘Pinball Dreams © Multifipper SIMULATION DE FLIPPER! WON PERDERE QUESTA FANTASTICA 
Four totally new Sables *MotixDigiolnzegen «ssi(“(t‘t OS CS BRC BRR O RCO OS SIMULAZIONE Dt PINBALL! 
© PARTYLAND © Noch mehr Maik und SoundtEfekte olla “Digital Musiors’« basoto sul loro 
@ BILLION DOLLAR GAME SHOW © GrdBee und deralertores Spifeld ‘Pinball Dreams’ che ha ottenuto wn 
© SPEED DEVILS © Mego-Boni successo stroordinno. 
© STONES'N’ BONES © Schrattstolie fir Erweiterungen Qvottro tobelle completamente nuove 
VERPASSIN SIE NIOAT DIESE NEUE © PARTYLAND 
etn ener FANTASTSCHEPMAALLSMULATN ——_@ BILLION DOLLAR GAME SHOW 


© Mdifipprs © Det moti xem POL oe wccneecceses 
5 . © SPEED DEVILS 


De “Dighol Musions’ basé sur son cildbre — @ STONES’N' BONES 

et nts populate jeu ‘Pinball Dreams’. Tq le cre coraterstiche di sona 
Cire tables complemen eure: sia gper 

© PARTYLAND © Pannell del paweggio 0 punt 
© BILLION DOLLAR GAME SHOW ® Fil musica ed eft sone 

© SPEED DEVILS © Tobelle pid grandi ¢ dettoghate 
@ STONES'N’ BONES 

Les coroctéristiques supplementaires 


DON'T MISS THIS FANTASTIC PINBALL 
SUMULATION! 
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pg von “Digitol lus 
bosierend od dem Superttoly “Pinball 


Dreams". 
comprennent: 
Vier neue Gerdte erwarten Sie: © Des lepers mubiples 
© PARTYLANO © Un ponneou metric des scores 
MES © BILLION DOLLAR GAME SHOW «© Pls do musique et phs effets sonores 
“A W dtl 
eh Clee « © SPEED DEVILS © Des tables plus grandes et plas détailbes 


@ STONES'N’ BONES © Des migobones © Extensible 


Pinball Fantasies PINBALL 


£27.99 - 21% CENTURY ENTERTAINMENT - DIGITAL ILLUSIONS FANTASIES 

- 1992 (OCS/ECS) 1993 (AGA) - 8 PLAYERS (T) sauai tc ces 313 
- 3 DISKS (OCS) 4 DISKS (AGA) 1 CD (CD32) [ M | V ] areal 

The sequel took all that was awesome about 
Pinball Dreams but gave four additional 
tables for gamers to enjoy. Party Land is 
probably the best to enjoy, with a themed 
fun park level to enjoy. The others 
Speedway, Stones ‘n’ Bones and The 
Billion Dollar Game Show are equally 
enjoyable, if perhaps not reaching the 
heady heights of the Pinball Dream tables. 


Still these like the first game are all worthy 
of a play through and spending time on 
playing through. 


m ree / The Party Land, theme park table, is 
bh . ES XK the best of the four. Its music is 
awesome as well. 


- 


oo 
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THE VAULT 


Stone ‘n’ Bones isn’t as good 
as the Nightmare table. 


The Billion Dollar Game Show 
table is probably my second 
favourite table. > 


WHAT THEY THOUGHT 


‘Wow! I'm totally stunned! Fantasies has succeeded in making 
Dreams look dull and boring! Everything about the game is an 
improvement over the original which is a feat in itself: The sound 


is just as brilliant as ever and the ever-so-handy option to turn off 


the music remains, should you find it starting to get annoying. This 
is worth every penny of the asking price as you'll be playing it for 
years to come, and that's a fact! We're already fans in the Amiga 
Action office - I can guarantee you will be too.’ 


95% - Amiga Action - Issue 38 - Nov 1992 - Brian Sharp 


‘The best pinball game ever. With huge, bright, highly detailed 
tables and top class gameplay, you'll think you're playing the real 
thing.’ 


91% - ACAR - Vol 10 No 11 - Nov 1992 - Phil Campbell 


‘Tf our art editor Marcus hadn't made a concerted Mon to yank 
himself away from his monitor after several days of solid playing. 
this issue may never have been finished on time. Almost everyone 
in the office was bitten by the bug at one time or another. causing 
a situation that hasn't been seen since the release of Anco's 
productivity-destroying tootle blast Kick Off 2. (Never mind 
Speedball 2 - Ed.). 


So could this flippery fantasy be improved on? Of course it could. 
but for now Pinball Fantasies is certainly the best pinball simulator 
available for the Amiga. and one of the most maddeningly addictive 
Well done 2Ist Century 
Entertainment roll on the sequel to the sequel because we want 


games we've come across of late. 
more!’ 


90% - Amiga Format - Issue 41 - Dec 1992 - Andy Nuttall 


‘T think the only thing lacking is a multi-ball sequence with two or 


‘Fantasies has succeeded 
in making Dreams look dull 
and boring! Everything 
is an 


the 


about the game 
improvement over 
original which ts a feat in 


itself.’ - CU Amiga 


sa HCI 


The first two tables on offer are 
the amazing Party Land table and 
the weakest of the four, Speed 
Devils. 


PROTEXT v4.3 

WORTH £80! 
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more balls on the screen, but it s understandable why they didnt 


The tables in the sequel are 
bigger this time and have an 
extra flipper and multi-ball (well 
two ball) modes. 


do this as multi-ball scrolling would be a nightmare. 


- 
— 


To polish off their product 21st Century have added cracking theme 


=e 


tunes, even a creepy one for the horror table Also they’ve got a 


| 


direct sample of the flipper noises. so as you can imagine it's pretty 


= 
= 
= 
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convincing. The music itself at first sounds pretty dodgy but they 
are very cleverly written and irritatingly catchy tunes. 


If you have Pinball Dreams there might not be much point buying 
Pinball Fantasies. but if you were madly in love with it, then this 


is probably well worth a look because of the extra features it offers.’ 


90% - Amiga Computing - Issue 6 - Jan 1993 - Ben Styles 


The Speed Devil table, like 
Ignition on Dreams is a pretty 
empty playing field. I guess it’s 
trying to be a faster pinball table 
to play. 
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‘Pinball Fantasies on the A 1200 is as fine a game as it is on all 
the other machines. But what use has been mode of the AGA chip 
set? Well the tables now feature 256 colours and have been redrawn 
and touched up to give a more realistic and polished feel. The game 
also has modified boll routines to get the most from the increased 
processing power, and this power has also been utilised to make 
the game run even smoother. With the excellent gameplay still there 
you've got an essential game, if you want the most realistic pinball 
simulator ever! - AGA Version reviewed 


90% - Amiga Action - Issue 145 - Dec 1993 - Paul Rand 


‘So there you have it. One brilliant table, two good ones, and one 
slightly ropey one. Whichever way you. look at it, that's four pinball 
machines in your home for £30, and - whoa! THIRTY quid? Surely 
with half the game already written, there's no feasible excuse for 
this being priced at a. fiver above the tag on Dreams? They certainly 
certainly didnt spend the cash on the sound - several little jingles 
and Snippets of the Stones ‘N Bones table for example, have been 
lifted straight from the Nightmare Table in Pinball Dreams, and 
the effects on all the tables are the same as in the previous games. 


This is my biggest (and it's not really very big) gripes with Pinball 
Fantasies - the sound effects are really tinny and weedy,,and dont 
really convey the physical thump and clatter of the real thing very 
well at all. But I guess you can't have it all. This is still a brilliant 
game, so save yourself up 30 quid, grimace a bit as you hand it 
over to the shopkeeper and grumble a bit about market forces and 
profit margins, But buy Pinball Fantasies anyway.’ 


89% - Amiga Power - Issue 20 - Dec 1992 - Stuart Campbell 


‘IT must admit to being a huge fan of Pinball Dreams so I was really 
looking forward to Fantasies. The big question is, of course, does 
it improve on the original? Well, to be honest with you I'm in two 
minds. The scoreboard - with its all-new 'plxely' effect - definitely 
looks better and the graphical displays that pop up are excellent. 


Sometimes, though, these messages are so lengthy (In game terms) 
that when they appear the first time you find yourself paying 
attention whilst the ball promptly disappears. Frustrating to say 
the least. What's the point in telling somebody that they now have 
a chance to go for a huge bonus when by scrolling the message 
slowly across the display the ball is already lost - meaning the 
bonus has to be re-earnt? Admittedly once the message has been 
seen once, you're not likely to pay too much attention to it again, 
but it’s mildly annoying - The extra flippers are a bonus and offer 
the extra challenge of the sideways ‘loops' but some of the tables 
appear more cluttered due these extra obstacles and at times It can 
become unclear as to where the ball actually needs to go. 


These slight criticisms may sound harsh but they're not intended to 
be, after all the original gameplay is still all there and that's what 
made the first Pinball such a success. As to whether you should 
buy this if you already own the first game... Well, I'll say yes but 
only if you were really Impressed by the first. Of course, if you 
don't own Pinball Dreams then this might be a fine time to discover 
what you missed.’ 

86% - The One Amiga - Issue 50 - Nov 1992 - Simon Byron 


The other two tables is the OK 
but cluttered Billion Dollar 
Game-show and the not as good 
as Dreams Nightmare table 
Stones ‘N Bones. 


The game-show themed table is a 
lot of fun, with lots of ramps 
and bonuses to find. 


® 
THE VAULT 


The horror themed table Stone 
‘N Bones, isn’t as iconic as 
Pinball Dreams Nightmare table, 
but it’s still a great table to 


play. 


43 
\ ate 75 ‘ 
The Party Land table, is the best 
one they did at DICE. 
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‘But the biggest change is in the tables themselves. Whereas these 
were very conventionally designed in the earlier game (here a 
bumper, there a ramp) there is now much more variety. The designers 
have built in lots of point-winning combinations and there are now 
more than just two bats which is good news for all pinball fans. 
The only possible improvement would perhaps be a multi-ball 
bunker. Unfortunately. playing with more than one ball is technically 
impossible with a scrolling screen. 


The high score list can be stored, and thus provides an incentive 
to keep on playing. Players will become very anti- social as they 
lock themselves away to try and set new records on their favourite 
table. You will find that Pinball Fantasies is highly addictive! Once 
you're in front of the screen it's very difficult to tear yourself away. 
If you like pinball. or if you've played the original Pinball Dreams 
you're going to have a lot of fun with Pinball Fantasies.’ 


84% - Amiga Mania - Nov 1992 - Tim Wilkins 


‘What bugged me even more. though, was the scrolling. Each table 
takes up roughly two-and-a-half screens and the action 
automatically centres on the ball as it whizzes about the screen. At 
times, things are reduced to a blur and its very hard on the eye. 
Surely rt would have been a better idea to restrict each table to 
only one screen so that all the action could be viewed at once? 


Also, although eight players can take part, only the current player's 
score is displayed, so it's difficult to keep track of who's winning 
I don't mean to rubbish the game entirely, as it has been slickly put 
together and some of the samples are very good. but a little more 
variety and thought could have made this a much better game than 
it actually is, If you liked the first game, you'll like this, but make 
sure you play before you buy.’ 


65% - CU Amiga - Nov 1992 - Dan Slingsby 


[Other Reviews: 

OCS/ECS Ver: D: 98%, S: 85%, AG: 84%, 

J: 83%, AM: 82% 

AGA Ver: AP: 91%, O: 89%, AD: 88%, 

J: 84%, AF: 8/10 

CD32 Ver: AFC: 96%, ACAR: 91%, AD: 91%, AA: 
91%, AP: 90%, AC: 90%, O: 90%, AF: 85%, CU: 
85%, J: 83%, CD32G: 8/10] 


I am the Nightrider. I'm a fuel 
injected suicide machine. I am a 
rocker, I am a roller, I am a out- 
of-controller! I'm the Nightrider, 
baby! (Stop quoting Mad Max - 
Ed) 


I'd buy that for a dollar. (..and 
Robocop - Ed) 


. 
on me, f 
THE VAULT 


Come on multi-ball, the 
‘morgue’ the merrier. (..you’re 
fired - Ed) 
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Pinball Illusions 


£29.99 - 21% CENTURY ENTERTAINMENT 


(AGA & CD32) - 8 PLAYERS (T) - 4 DISKS 1 CD (CD32) [ M|V ] 


The third game in the Digital Illusion Pinball series 
is mightily impressive, but came too late in the 
Amiga’s life to make a greater impact. This time it 
has only three tables, but all are well designed, and 
they finally got multi-ball working. 


It also has some of the best music in the trilogy, not 
to mention some rather natty cool effects on the intro, 
in honour of the Demo Scene roots. 


There are only three tables on offer this time, although 
in fairness, all three are absolutely awesome. 


The first table is Law and Justice a futuristic cop 
themed level, where you have to capture the criminals 
and shout I am the Law! or spout your prime 
directives. 


The second table is Babewatch, a beach themed table, 
clearly poking fun at the Baywatch TV show. There 
is lots to do on this table, including a section where 
you try to chat up the babes for extra points. 


The final table is Extreme Sports, where you can do 
loop the loops and a variety of totally radical sporting 
activities to enjoy. 


It all culminates in a well rounded pinball package 
and given how late it appeared on the Amiga, is one 
many Amiga heads will have missed out on. So please 
rediscover this game today. 


Published by Z1st Century 
Entertainment Lit 


Helpline 01235 851533 
A Digital lesions game 
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Pinball Mlusions: The mest Pinball Mtusions: So 
sutheetic poball simulator ——_realistisch war Fippern am 
ever, Owe of the best Computer noch nie! Ripper 
Computer games youll ever Spa mt Multiball-Fenkbon 
play oul dies mevon Tischen roe 
With three groundbreaking Digital usions, dem Team, 
tables rom Digital iasions, 488 eit Pinball Dreams und 
Prnball Fantasies schon 
‘rweimal tmtastische 
Flapper realesverte 
+ Multibell-Modus Hatten 
‘Sie bis mm drei Kugera out 


Pinball HHlusions 
autres ji 


id 
Simutabonon' am 


PINBALL 
ILLUSIONS 


- DIGITAL ILLUSIONS 1995 


DISK 1 


2lst Century Entertainment Ltd. 
© Digital Tllusicns CE AB, 1994 


Law and Justice is my favourite 
table, lots of in game missions 
and a feeling of progression in 
the game. 


“PFS gramming 


mo a Gebriel s 
i op a Waniel Porsgrén 
Johan deung arr kon 


The Amiga demo scene like intro, 
is mightily impressive, as is the 

music. Still would have preferred 
the disk space to be used for a 

fourth table. 
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WHAT THEY THOUGHT 


‘First things first: Illusions offers stunning music and sound effects. 
The Law ‘n' Justice table is accompanied by a stonking soundtrack, 
more like something from Blade Runner than an Amiga; while 
Extreme Sports offers the most pounding, driving music I've ever 
heard in a game. Kind of a cross between Ministry (American heavy 
industrialists) and Kraftwerk (80s Teutonic beat combo). And the 
blips, beeps, clangs and voice samples which made Pinball 
Fantasies stand out from the crowd are taken a few steps further. 


We've already seen the stupendously good graphics, and discussed 
the huge range of features; so Illusions wins on all . counts really. 
Except, er, two. Ar One: the loss of a table. I was expecting four, 
as with Dreams and Fantasies, so even when the twirling shapes 
of the intro lit up my telly and proffered but three, I was, to say the 
least, slightly peeved. 


Two: the first two tables will be considered, by pin-ball nuts, to be 
too easy. Extreme Sports is rather rock, but you'll be racking up 
the points like nobody's business on Law ‘'n' Justice and Babewatch. 
However, it's only the same argument which could be used for 
Fantasies — because I found the Party Land table too easy there, 
and that was far and away the most popular. So its difficult to fault 
Illusions, because any gripes which I had about the first two games 
have been fixed. 


You know the things that bug you about pinball? Like the time it 
takes to rack up a new ball; nanoseconds in reality, but seemingly 
hours when the ball's gone down in the middle of a 125,646,763 
high-score. And you scream at the telly to "Give me my ball back 
you metal git!" Well, now you calmly press Return, and your ball 
will be handed back. And Multi-ball... well, since I heard about 
Illusions I've been wondering how they'd do it, and the flip between 
lo- and hi-res modes works astonishingly well. Yes, my friends, 
Pinball's back. And this time it's brought its friends...’ 


91% - The One Amiga - Issue 76 - Jan 1995 - Andy Nuttall 
‘A tough call, in a way, with there being one less table. But the 


quality of the three we’ve got is compensation enough. After all, 
as Steve so wisely observes, would you mark a platform game down 


for having 60 levels rather than 80? No you would not.’ 


89% - Amiga Power - Issue 43 - Nov 1994 - Jonathan Davies 


‘Tf Pinball Illusions is the last ever pinball sim on the Amiga (21st 
Century will not confirm or deny this and nobody else has plans 


for one at the moment) then not a bad game to bow out on. Its 


beautiful and addictive and although it doesn't excite me as much 
as its predecessors. it's still a top game It doesn't quite give you 
the same feeling as a genuine pinball table, but for computer pinball 


fans it's pretty much an essential purchase.’ 


89% - CU Amiga -March 1995 - Jim Conway 


‘Its beautiful and addictive 
and although it doesn't 
excite me as much as its 
predecessors. it's still a top 
game It doesn't quite give 
you the same feeling as a 
genuine pinball table’ 

- CU Amiga 


Babe Watch is another great table, 
and has some cool and funny 
sections where you try to chat up 
the beach babes. 


Finally Extreme Sports has you 
carry out a load of cool point 
scoring in game missions. 


The game zooms the playing field 
out when multi-ball happens. 


‘Digital Illusions have put a hell of a lot of work into this_ They've 
created three excellent tables which look better and play just as 
well as before. The multi-ball feature takes some getting used to 
before you can begin to reap full benefits in the points department. 
but this isn't about points in the main. 


Pinball Illusions, like the two before it, is about loading up, sitting 
back and simply enjoying and exploring. Improving Fantasies was 
almost impossible, but it has been done just. However. value for 
money fans (of which I am one) may raise an inquisitive eyebrow 
at the shortage of tables.’ 


88% - Amiga Action - Issue 65 - X-Mas 1994 - Paul Roundell 


Babe Watch may be missing Pamela 


Anderson, but there is still lots of 
opportunity to do do plenty of ball 


‘Law 'n' Justice is a sophisticated, futuristic cops 'n' robbers affair jiggling action (Stop That - Ed). 


- one instance involves you attempting to apprehend the charmingly- 
monikered Johnny Crack, while others see you rounding up escaped 
felons, crushing riots, deactivating bombs and, more obviously, 
ensnaring Max Speed and his fabulous hovercraft Of course, this 
is all brought about in a pinball context, namely riding ramps and 
hitting various flashing lights. Law 'n' Justice also has a video 
mode where, using the flippers, you shoot shady figures dashing 
across the score panel And it makes for a cracking table Babewatch 
is not perhaps the most ideologically sound name for a table but 
it's backed by a Beach Boys-esque track (which you are at liberty 
to extinguish) and features include a casino, a muscle-pumping gym 
and Babehunt, where you attempt to chat up women by hitting keys 
on the Amiga in your bedroom Extreme Sports involves sky and 
cliff diving, bungee jumping and a bit of off-piste together with top- 
screen animations which reflect the activities Pinball illusions is 
the best Amiga pinball game to date, but don't expect a radical 
departure from Dreams or Fantasies; just a couple more balls and 
one less table.’ 


88% - Amiga Format - Issue 66 - Dec 1994 - Stephen Bradley 


‘Without a shadow of a doubt this. is the best Amiga pinball game 
that money can buy. Fans of Dreams and Fantasies aren't even 
reading this as they're camped outside their local computer 
emporium waiting for it to arrive, so there's no point in trying to 
convince them how good this latest version is because they already 
know. If you haven't bought the last two versions and you're new 
to this computer pinball lark, then there hasn't been a better time 
to purchase one of Digital Illusions' superb games. 


The new features have taken the game that one step further towards 
making Pinball Illusions even better than the real thing, but what 
really makes the game is the inclusion of the multi-ball feature. If 
Illusions had not been able to recreate this on the Amiga and left 
it out, then this game would've been a major disappointment. 


As it stands, the multi-ball feature is in the game and it works 
incredibly well. Couple this with the brilliant graphics and sound, 
then add the old staple ingredients of good gameplay and more 
than a dash of addiction and you've got one hell of a pinball game.’ 


85% - Amiga Computing- Issue 82 - Jan 1995 - Jonathan Maddock 


There may only be three tables in 


Pinball Illusion, but all of tables 
are well designed and top-notch. 


3 geet 


cS IS 


There is a fantastic multitude of 
ramps to enjoy on the Law and 
Justice table. 


If enjoying the Babewatch table 
makes me a chauvinistic pig... 


then Oink! Oink! (Total Hogwash 


- Ed) 
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‘Personally, I wasn't a pinball person in the past Never saw the 
point. Then I played Fantasies and my entire attitude changed. 
Missions takes all the necessary steps forward from where Fantasies 
left off; and then several huge strides as well. Put quite simply, 
Pinball Illusions is not only the best (by some considerable margin) 
pin-ball simulation available for any platform, it's also one of the 
best and most addictive games I've played in some years. 


Hours can pass and it seems like minutes. Get a few mates round 
with a couple of cans of Top Deck each and check out the multi- 
player mode where up to eight players can compete, giving even 
more appeal for party sessions. It's at this point in the review that 
we usually start bleating on about 'if you like this kind of game...' 
etc. This time however, things are a bit different. Buy this game. If 
it doesn't sound like your cup of tea buy it anyway, because it is, 
believe me. It oozes slickness and quality from every pore and will 
keep coming out of the cupboard on a regular basis for months to 
come. A few more titles like this and the CD32 will be right up 
there with the more hyped consoles, and challenging for the major 
honours. We at CD32 Gamer are now officially happy' 


- CD32 Version. They did drop it down to 85% in Issue 17. 


96% - Amiga CD32 Gamer - Issue 8 - Jan 1995 


‘You can have up to tight sequential players (and add players in 
during play, too) and you can bump the table up and from either 
side; naturally, pounding the table like a bongo drummer 
encourages a visit from the tilt bogeyman. There arc a few annoying 
bits; the music changes when you're in different modes, but you 
can't turn it off, and you can still only enter plain three digit high 
score names. And there's no hard disk installer, though the disks 
arc DOS so you might be able to work something up. 


But this is just niggling. If you're a pin-sim freak, Illusions will be 
on your shopping list, as Dreams and Fantasies were in the past. 
If you've never bought a pinball simulation but like the idea, 
Illusions is the best so far and worth having. But if you've got 
Fantasies or even Dreams and find it just doesn't turn your crank, 
Illusions probably isn't for you. Face it - strange as it may seem. 
some people just don't like pinball.’ 


NO SCORE - ACAR - Vol 12 No 5 - May 1995 


[Other Reviews: 

AGA Ver: AUI: 97%, ACP: 92%, AD: 88%, J: 87%, 
AG: 81%, AM: 8.5/10, D: 5/5 

CD32 Ver: AA: 92%, CU: 91%, AF: 90%, O: 90%, 
AF: 88%, AC (US): 82%] 


I find in my old age, I don’t 
have the same ball control as used 


Each table is stacked to the 
rafters with things to do and see. 
They are really well designed 
tables. 


In this table, you have to capture 
all the criminals. 


You gotta roll with it 

You gotta take your time 

You gotta say what you say 
Don't let anybody get in your 
way...(snip) - Ed). 
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AND ZOOL 2 X SCORPION PLUS JOYSTICK FOR CONNECTS 2 JOYSTICKS TO 1 PORT 
- AMIGA/ST ARCADE STYLE WITH 


Per array aa Facet years eames | CAME GEAR WITH 5 GAMES FROM 89.99) 
PANASONIC 3D0 TOTAL ECLIPSE ...385.99 


A1200 2/80 COMBAT+ SOMBODRIVE ... 510.00 PORT EXTENSION ADAPTOR FOR AMIGA OR ST 


1200 2/120 COMBAT + 120 MB DRIVE ..... ..550.00 ) | (PACK OF TWO) EXTENDS BY 21 CM ib tieteatoare 
1200 2/170 COMBAT + 170 MB DRIVE . 580, QUICKSHOT 128F S| | ANALOGUE JOYSTICK ADAPTOR FOR AMIGA 
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CHECK LATEST PRICE AND AVAILABILITY FOR AMIGA/ST WITH GAMES THAT FEATURE ANALOGUE CONTROL .........7.99 


. A AUTOFIRE NULL MODEM CABLE (CONNECTS 2 COMPUTERS 
11.99 FOR HEAD TO HEAD PLAYING ON CERTAIN GAMES SUCH 
WITH LEMMINGS 2 AND DELUXE PAINT 3.............310.00 FREEWHEEL AS LOUS. FAL! . KNIGHTS OF THE SKY, 
FORMULA 1 GRAND PRIX AND VROOM) 7 +14 9.99 


GOs WHILE STOCKS LAST STEERING WHEEL (DIGITAL) PRINTER LEAD (PARALLEL) 1.5 METRES ..................7.99 


SUITS MOST SCART LEAD - AMIGA CD32 TO TV WITH SCART INPUT 
Macnee Bs tyler WEIRD DRIVING REQUIRES TV WITH MANUAL SCART CHANNEL. ..... 
GAMES AMIGA TO GOLDSTAR TV .... : 
WITH DELUXE PAINT 3, 21.99 AMIGA TO PHILIPS TV te 
F1 GRAND PRIX, SAITEK AMIGA TO SAMSUNG ; “ 
PUSH OVER AND PUTTY ...210.00 MEGAGRIP 2 - AMIGA TO SONY TV... rena 


MEGADRIVE WITH 6 GAMES ...88.00 
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; WE ONLY SUPPLY MEMBERS Bi YOu! RDER AS YOU JOIN 

1 _ Members receive our 48-page Colour Club Magazine bi-monthly 4 
1 Each issue reviews a selection from our extensive range and includes | 
! atleast £30 worth of coupons for additional savings on top products ! 
: Members are under no obligation to buy anything 


| MEMBERSHIP FEES = UK EC WORLD 
six MONTHS TRIAL 4.00 6,00 7.00 


JOYSTICK ~ AMIGA TO TOSHIBA/HITACHI TV 
FOR AMIGA/ST. - AMIGA TO TV WITH SCART INPUT 
ppt TV LEAD - AMIGA CD-32 TO SVHS TV OR VIDEO 
UTOPIRE MONITOR LEAD - CD32 TO CM8833 1084S 
cane dt. MONITOR LEAD - AMIGA TO CM8833 1084S .. 

ore en ZYDEC AMIGA POWER SUPPLY (SPECIAL 1 
JUNNING TRANSFORMER) 
PLUS FOUR PACK rel A a ite oscil COMPUTER CARE | OME YEAR PRICE INCLUDES SIX ISSUES OF THE SPECIAL RESERVE MAGAZINE WITH £180 OF XS COUPORS 

ELITE 2, BATMAN RETURNS, AUTOFIRE CLEANING KIT FOR COMPUTERS (WITH VACUUM) ...17.99 | I 
LEMMINGS 2 & CIVILISATION AGA 11:90 DUST COVER FOR 80 COLUMN PRINTER (CLEAR).....499 1 | Credit Card Sales 10am to 8pm Daily 

JUST ADD 19.99 Ly : DUST COVER FOR A1200 (CLEAR PVC) ‘ nh 9 
raph DUST COVER FOR AG00 (CLARY ow A 8 
DUST COVER FOR A500 OR ATARI ST (CLEAI 4 
PLUS CHAOS { geal ct =| | OUST COVER FOR MONITOR (CLEAR PVC) .....-.:.0.1.--5.99 
PACK A1200 — "AUTOFIRE MOUSE HOUSE (HANDY PLACE TO STORE YOUR MOUSE)......4.49 
CHAOS ENGINE, NICK FALDO GOLF, I q 10.99 CONTROL CENTRES 
PINBALL FANTASY & SYNDICATE : PREMIER UNI- CENTRE FOR AMIGA. 
UST ADD ......15.99 | QUICKJOY STRONG UNIVERSAL STAND FOR COMPUTER, 
J sreeey O De: JET FIGHTER MONITOR STAND AND SHELF FOR EXTERNAL 

PLUS CHAOS MICRO-SWITCHED, AUTOFIRE PERIPHERALS. (COMES FLAT PACKED) ....:.seor:111- 96.99 


11.99 PREMIER UNI- CENTRE PLUS FOR AMIGA, 
PACK A600 EMIER UNI- CENTRE PLUS FOR AMI 


4 | EXTRA LENGTH VERSION FOR OVERDRIVE 
CHAOS ENGINE, NICK FALDO GOLF, KONIX AND OTHER PERIPHERALS ...... 44.99 


All prices include VAT and 2-3 working day carriage to UK mainland 
Software and peripherals are sent by post, hardware by White Arrow 
Allow one or two days for processing and despatch of stock items 
All items are individually despatched and may not arrive together 
An order confirmation/despatch advice/VAT receipt will follow 


Hardware items (battery or mains) are only supplied to the UK mainland 
Overseas orders must be paid by credit card (no hardware sold overseas) 
Overseas surcharge £2.00 per software item or 25% on other items 


(BLOCK CAPITALS please) HEAL 


PINBALL FANTASY & SYNDICATE Oe DIGITISERS, SAMPLERS & SCANNERS Name & Address 
: JUST ADD......10,99 AMIGA/ST TECHNOSOUND TURBO 2 SOUND SAMPLER 
ate REAL TIME SPECIAL EFFECTS. WORKS WITH ANY 
PLUS COMPETITION AU ai AMIGA. 1 MB RAM REQUIRED 5 
P YSTI : VIDEOMASTER FOR ASOO OR A500+. COMBINED 
enaeete JOVSTIORE VIDEO DIGITISER AND AUDIO SAMPLER (1 MB) Postcode 
KONIX SPEEDKING ANALOGUE 
PRO JOYSTICKS ZYDEC HANDY SCANNER FOR ANY AMIGA 
: JOYSTICK FOR AMIGA.ENABLES =f op. 400 pp HIGH QUALITY RESOLUTION Phone No Machine. 
JUST ADD ...17.99 PROPORTIONAL CONTROL ON — 64 SIMULATED GREYSCALES, INCLUDES E 


inter membership number (if applicable) or 
PLUS SWIFT JOYPADS real tna Ney WARE, DAATASCAN PROFESSIONAL SOFTWARE ; : 
CONSISTS OF 2 SWIFT 14.99 


TP200 JOYPADS 
M JUST ADD......14.99 QUICKJOY FOOT PEDAL OVERDRIVE cD ROM 


FOR AMIGA OR ST......13.99 [FOR A1200 

SVERDRIVE Va TIGHT SPEED HARD EXTERNAL CD ROM DRIVE COMPLETE WITH 

‘ INTERFACE (PLUGS INTO PCMCIA PORT). 

RUNS MOST EXISITING CO-32 SOFTWARE, 

DRIVES FOR AMIGA A1200 PHOTO-CD, CD AUDIO AND CO+G DISCS 

"THE FASTEST ORIVE EVER REVIEWED BY CU" DOUBLE SPEED MULTI-SESSION DRIVE UNIT 
3.5" QUALITY IDE HARD DRIVE, WITH MOTORISED TRAY LOADING. 

AVERAGE ACCESS TIME 12MS, EXTERNAL POWER SUPPLY ALSO INCLUDED 


STYLED TO MATCH AMIGA AMIGA AND CD AUDIO CAN BE MIXED. | 89. 99 
EASY INSTALLATION - PLUGS INTO PCMCIA SLOT 1 YEAR WARRANTY ° 


acne desi d ai Meet at THE WORLD'S FIRST PCMCIA SLOT 


OVERDRIVE V.3 170 MB EXTERNAL HARD DRIVE FOR AMIGA A1200...,........:00-00 1 99S 
OVERDRIVE V.3 420 MB EXTERNAL HARD DRIVE FOR AMIGA A1200 ......... . CD ROM DRIVE FOR THE AMIGA _A1200. 


INTERNAL HARD DRIVES FOR AMIGA A1200 & A600 SCART TV's AND MONITORS 
HARD DRIVES: HIGH SPEED 2.5" DRIVE, 15 MS ACCESS TIME (APPROX). ro 
1 YEAR WARRANTY. KIT COMPLETE AND EASY TO FIT. DRIVES FULLY PREPARED SCART fda Jad et Meat 
NOTE THAT OPENING YOUR AMIGA MAY INVALIDATE THE WARRANTY. 60 CHANNEL TUNING, REAR SCART INPUT 
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SONY KVM1400 (GREY) ..... coeeeee 1 94.99 
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290 DPI FOR AMIGA PACK OF 50 SPECIAL RESERVE : WITH STEREO SPEAKERS. 0.28 DOT PITCH 
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$ AMIGA LUG INCLUDED. 
LOGIC 3 DISK BOXES SUITS ALL AMIGA AGA AND ALL PC 
SPEED MOUSE. 3000PI, DISK BOX 3.5" (120) SCREEN MODES TO SVGA 


2 MICROSWITCHED LOCKABLE, DIVIDERS ......9.99 
ba pleas at 1 YEAR WARRANTY. 


MEDIA LIFE FILE DRAWER, 
Lae STACKABLE DESIGN, EASY TO ASSEMBLE. DISK DRIVES 


MOUSE MAT WITH 200 CAPACITY WITH SONY/CITIZEN DRIVE MECHANISM, 880K 
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30 CAPACITY CD's ...15.! AND LONG REACH CABLE............--.-++--. 49.99 


I CREDIT CARD SWITCH 
I EXPIRY DATE SIGNATURE. (ISSUE NO. 


Cheques payable to: SPECIAL RESERVE at 


P.O. BOX 847, HARLOW, CM21 9PH 


or FAX a credit card order on 0279 726842 
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notficaton: Prices ¢ YRRECT AT TIME OF GOING TO PRESS aes 9. we E&OE 
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WE HAVE WHAT IT TAKES D Y PRICES INCLUDE 


TO BUILD A GREAT PC VAT AND CARRAIGE 


486DX2/66 4/0 TOWER BASE UNIT __...679.99 
+ MICROSOFT DOS 6.2 AND WINDOWS 3.11 .89.99 
SVGA COLOUR MONITORS FROM ... ...189.99 
KEYBOARDS - 102 KEY FROM + «022.99 
CD ROM DRIVES FROM ... ... ... -109.99 
INTERNAL IDE HARD DRIVES FROM 159.99 
4 MB RAM EXPANSION FOR PC ... ... ...129.99 
MOUSE FOR PC 290-2900 DPI se... ... ...10.99 
SOUND CARDS FROM JUST ... 1239.99 
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CAN YOU MEND © 


_~ . 
—_ MERICAS 
~4 C HU Z » “| 
—_ 
: 
Can you mend Chimericas broken heart? - 
Harlequin has returned to his beloved homeland 
Chimerica to find it locked, inaccessible and broken hearted. Calling upon a myriad of methods Harieques aust tray 
across this vast ever-changing land, to seek out and replace the four segments of Chimencas breken heart. Hariequm + 
. determination in bis task in this, ultradynamic game is matched with equal venom by the weirdest asortment of 
~“ characters ever known. Harlequin is played across 850 screens that will stretch even the most ardent caames players shalls 
- 
f 
‘ 2 
. 
‘ 
a“ 
} ‘ 
LP? 


Packaging designed & produced by the Camel Advertising and Marketing Group, Sheffield 


Screen shots from Amiga format 


Gremlin Graphics Software Ltd. 
Carver House, 2-4 Carver Street 
Sheffield 81 4FS. 
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#26 : Harlequin 


£25.99 - GREMLIN - THE WARP FACTORY - 1992 - 1 PLAYER - 2 DISKS [ | ] go4 
From the moment I booted this game up and started to hear the magical 
and memorising Barry Lietch tune playing from the speakers, I knew I 
was in for a gaming treat. It didn’t disappoint either, with Harlequin 
being one of the most unique, weird and wonderful platformers of all 
time. 


So what’s the game about? Well in a far-forgotten corner in the expanse 
of imagination there is a fantastic world called Chimerica. Harlequin 
was once a boy, who lived and loved the lands, but as he grew up, this 
magical land he used to explore has fallen into disrepair (Closed due 
to broken hearts) and infested with evil creatures. So Harlequin sets 
off to restore the lands to its former glory. 


The game is weird, sinister, creepy and magical all at the same time. From the opening title screen with its awesome 
It’s like if the Amiga game Weird Dreams and Prince Of Persia, had a music, you know you are into something special. 
baby. Is it perfect? No, far from it. The platform jumping is frustrating, 
the heart hurling attack is difficult to aim and the game has many unfair 
deaths. 


So why is it in our top 50? It’s the uniqueness of the game, it has its 
own look and lots of neat power ups, like the Space Hopper and an 
umbrella. Also the game is technically brilliant, with lots of exploding 
stars and whooshing presents, showering you with gifts. Also the 
amazing music by Barry, keeping you want to play. But mostly it’s a 
forgotten game today, as it only came out on the Amiga and so will 
have passed many people by. So please give this interesting game a 
try today, and see what you think? DRISK 


The game has a weird mixture of cute and 
magical, but with sinister and dark overtones. 


| WHAT WE THINK? 


DRISKY SAYS: . 
Harlequin 
Harlequin is a difficult one. On the one had it i 1 and beautiful al a 
arlequin is a difficult one. On the one had it is surreal and beauti sl 
came, mixing in creepy weirdness, with magical wonder, with effortless GRE! EY 


aplomb. Then on the other hand its a really unforgiving, frustrating, 
repetitive platformer, that will teach those around you, a whole new 
litany of expletive words. Still I do think this game should be included, 
as it is such a unique experience and with it only coming on the Amiga, 
it is a title that for many will be lost in time. So this game deserves to 
have some light shined upon it. Also I am convinced that the game 
Pandemonium that came out on the PS1 era, was heavily inspired by 
this game. It certainly had the same look and feel to this game. 


RETRORIC 


Could this be the Amiga's answer to the Castlevania series? 


Level one starts off kinda like a Castlevania game, with the exterior of 
a medieval style clock tower, then level two you go into the shadowy 
interior of the clock tower, with its cogs and dark greens. There are 
some other levels that are also quite gothic themed but there are many 
3 3 Y, levels with completely different graphical themes like cartoon clowns 
and rainbow colours. The main character has quite floaty jumps, making 
the game quite exploratory, as you can jump great distances. His main 
weapon is like the whip from Castlevania, but uses hearts that shoot out 
in a short arc. 


KINGY SAYS: 


For me, Harlequin represents a true hidden gem for the Amiga. I never 


hear people speak about it, but it's one of the finest platformers you 
can play on the system. I love the macabre Alice in Wonderland-style 
graphics and its surreal nature. I have such fond memories of longing 
to come home after a crap day at work and just wanting to progress 
on this game. It certainly got good reviews back in the day, but then 
it just vanished off the face of the earth. No, I'm not having this. 
Harlequin deserves to be in the top 50, and I'm glad it's up this high. 


RGDS AMIGA TOP 50 GAMES 


WHAT THEY THOUGHT 


‘Although this type of game is relatively new for Gremlin, Harlequin 
looks to beset for great success. It Is instantly playable and the 
levels are gigantic which will keep even the most hardened 
game-player hooked for absolutely ages. Graphically, the game is 
superb with beautifully atmospheric sprites that move convincingly 
around the play area. The parallax scrolling is very effective indeed 
and adds a cartoon feel to the game which works extremely well. 
All in all, Harlequin is one hell of a game that Is extremely 
innovative, exciting and challenging.’ 


93% - Amiga Action - Issue 30 - March 1992 - Steve White 


‘When it comes to playability, Harlequin gets a hole in one. (Stop 
right there. Ed.) The joystick response is perfect - Harley whizzes 
around the screen without a hitch. The game demands some pretty 
sharp manoeuvres without being overly difficult, and levels have 
clearly been planned so as to guide you gently into the game before 
annihilating you I should really bring up the bad points now. Yes._ 
bad points... (Sound of someone frantically trying to locate a bad 
point.) Swipe me, I can't find any.’ 


92% - Zero - Issue 30 - April 1992 - Toby Finlay 


‘Harlequin is the first game from newcomers, The Warp Factory, 
and it's an impressive debut. Whilst the actual clown sprite is small, 
he is particularly well-animated and is also easy and responsive to 
control. Throughout the game. there is a dark mood which offsets 
the colourful graphics nicely, and although the many backdrops 
could never be described as dull. the use of shadows gives them a 
doom-laden feel. 


As mentioned. Harlequin draws ideas from dozens of games: he 
swings to and fro just like that coin-op veteran, Hunchback, he 
climbs angled walls better than Hiru Strider, and some of the 
tortuous later stages would give Mario a run for his money. In fact. 
the more I play Harlequin. the more I like it. 


It abounds with pleasant little touches (the screen fades out in the 
shape of a heart. for instance). and. more importantly, has got what 
it takes in the playability stakes. It's one of the biggest and most 
fun to play platformers I've seen for a while. and whilst that phrase 
has been overused in the last few months. Harlequin will outlive 
most of its kind. 


It's polished in every respect and. unlike most of the new platform 
genre entries. it also has a bash at originality. To return to my 


sweety metaphor at the start: it's choc-full of goodies!’ 


91% - CU Amiga - March 1992 - Steve Merrett 


‘Harlequin is one hell of a 
game that Is extremely 
innovative, exciting and 


challenging.’ 


- Amiga Action 
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Harlequin has so many cool effects, 
like the exploding present pick ups, 
showering you with gifts. 


333 


In Level One, the clock tower is 
stopped. 


Picking up the umbrella power-ups 
helps break your fall, and allows 
you direct you decent. 


¢ CHIMERICA ¢ 


As you progress, a pre-level screen, 
shows you where you are. 
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Level two is in the clock tower. 
Here you can swing on 
pendulums, to make your way 
through the level. 


Level three is a lot more 
colourful than the first two. 


The surreal wackiness, mixed 
with sinister undertones of 
weirdness, makes the game so 
compelling. 


For water sections of the game, you 
can turn yourself into a harlequin 
fish (shouldn’t that be a clown fish? 


Get the clock-tower working and 
you can grab on to its clock 
hands. 


‘Harlequin has an easy control system, so you won't be frustrated 
when the going gets tough. It's got to be said that this is a stonker 
and a half. I don't really think strange is the word to explain 


Harlequin - perhaps 'completely bonkers" is more appropriate.’ 


‘Harlequin is great! Its a multi directional scroller, more than a bit 
like Robocod, but with enough original features to make It stand 
out from an other-wise samey genre. Harlequin borrows heavily 
from other games, including Sonic and Super Mario Bros. 
Fortunately, it borrows all the best bits and the results are 


spectacular. 


The graphics give the game a very distinctive look and feel and 
generate oodles of atmosphere. Although basically cute, there's an 
underlying sinister theme that's hard to ignore. There are lots of 
things to see and do as you explore. The inclusion of clues and 
thought bubbles makes finding things easier and you have a fairly 
hefty task to perform on each and every level. The sound isn't too 
bad, but is outshone by the quality of the graphics and gameplay. 


The game is Instantly addictive and it wont be too long before 
you're stuck in front of your telly, frantically trying to get past the 
trickier levels. One of the best platform games on the Amiga and 
a huge, huge challenge.’ 


o - C+VG - Issue 124 - March 1992 - Frank O’Conner 


‘Harlequin impresses both technically and in game-play terms, and 
stimulates the intellect and adrenal glands in equal amounts. It's 
far from perfect, and I doubt they'll be anyone who doesn't find 
something that gets on their tits in one way or another, but the 
game doesn't make any major mistakes, and for the most part 
everything it tries to do, it does spot on target. 


Programmers The Warp Factory get an extra shiny star in their 
mar-gins for making such a good job out of such unlikely subject 
matter, and anyone who appreciates the surreal or bizarre are in 
for a special treat here. An acquired taste to be sure - but one you'd 
do well to acquire.’ 

: 1000 - ACE - Issue 54 - March 1992 - Gary Whitta 


o - Amiga Computing - Issue 48 - May 1992 - Jonathan Maddock 


‘THERE'S NO DOUBTING Harlequin's complexity: not since Gods 
has a platform game been so ‘intelligent'. A good example of this 
is the virtual television - you have to find a switch in the warehouse 
section that selects a channel on the end-of-level TV. You can then 
enter that program, play the level, come back out, change the 
channel and go back in again to play a different level. 


The fact that you can also take any route you like, often playing 
through some levels in order to open up another route on a previous 
one, also adds to the sheer enjoyment of the game. That's the key, 
Harlequin really is an enjoyable game to play. You feel as though 
you're actually achieving something as you progress through the 
levels and you're rewarded with some fantastic graphics and sound 
effects. 


If there is a gripe, it's that the control method is somewhat tricky 
to get the hang of. The strange inertia system can often make timing 
jumps pretty difficult and you can find yourself plummeting to the 
bottom of a particularly tricky section after missing a tiny platform. 
You'll probably get used to it in time, but it is off-putting at first. 
Still, Harlequin is one of the best platform games to come along 
for ages. The dark and moody atmosphere might not suit everyone, 
but once you get into it you'll find it hard to get back out again.’ 


90% - The One Amiga - Issue 41 - Feb 1992 - Paul Presley 


‘The actual Harlequin character could well be compared with the 

famous dude starring in Prince of Persia. His running, jumping, 
hanging and skidding animations are brilliantly done. They're 
smooth and slick. The scrolling through the full 850 screens is well 
done too. I haven't made it to number 850, but I'm getting close. 


Your enemies are also well drawn. They all have separate animations 
which are done to perfection. The sound is attractive - a haunting 
melody that's enjoyable to listen to. Another credit to Gremlin's 
Harlequin is the addictiveness. It is very easy to get into, but very 
hard to get out of: Once you start at the bottom of the clock tower, 
you won't be able to leave the computer until you have successfully 
completed this part of the game. 


Collecting special items is easy. Walking in front of a pink box will 
make an item spring from the depths of the box. You'll find some 
handy items, like umbrellas which will save you from falling from 
great heights, and Space Hoppers - bags of air that will give you 
a few moment's invincibility. They also let you jump to high 
platforms. 


In conclusion, I would definitely recommend this game if you fancy 
yourself as a platform game hero. Even if you're not, you will still 
enjoy the lovely graphics, silky smooth scrolling and the top musical 
score.’ 


89% - ACAR - Vol9 No7- July 1992 - Junis Graney 


I have always suspected Harlequin 
was ‘high as kite’. This game is 
just weird and wonderful. 


There are some gorgeous if surreal 
levels in the game. 


I wonder if that satellite dish, will 
pick up that new show The 
Simpsons? I hear its very good. 


ny 


Looks like even back in 1992, there 
was nothing on the telly. 


Damn! Even the toy themed level 
is dead creepy in this game. 
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Harlequin is having a blast as 
per usual. 
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Even the smiling trees are creepy. 
(I’ve heard their bark is worse 
than their bite - Ed). 
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The heart weapon is very tough to 
aim, as it fires in an arc. 


"> ‘I 


of 
You can us the Space Hopper power- 
up to make longer jumps. 


The swimming bath level, even has 
Davy Jones Lockers. All is lost at 
sea. 


You’re 
entirely 


bonkers. But 
I'll tell you 
a secret, all 

the best 
people are > 


‘The control of Harlequin himself follows the usual conventions. 
He can run and jump with the rest of them. Fire power normally 
consists of hearts but other weapons can be found such as extra 
powerful hearts, rockets and so on. On the first level you have to 
scale a whopping great dock. Each section, of which, is being 
patrolled by rampaging masks and alarm clocks (makes a change 
from Ninjas anyway). 


There are lots of extra items to find, such as an umbrella in case 
you jump from great heights, switches that activate moving platforms 
and weird graphics to marvel at. On other levels you will encounter 
structures constructed from cards. Lego-type bricks, jigsaw pieces 
and many more. You'll have to adapt to many of these features. For 
example, at one point you'll need to turn into an Angel Fish to 
travel under water. 


One of the good things about Harlequin is the character animation. 
While not as professional as Prince of Persia there are still some 
nice touches. For example, run around too much and the little guy 


will be gasping for breath when you stop running. 


The only real black mark against this game is that you have to 
re-load the entire game when you run out of lives. A silly mistake 
which gets a little frustrating after a while. On the whole, though, 
Harlequin is an exciting and challenging game that will delight. 
entertain and charm the socks off you.’ 

88% - Amiga Mania - June 1992 - Paul Rigby 


‘Thew day s. finding an organ donor is harder than ever. so much 
so it seems, that people are willing to do anything to get one. And 
in Harlequin you have to battle through 23 levels of surrealist 


platform mayhem in the search of a vital organ. 


This is the latest release from a new division of Gremlin called, 
The Warp Factory. You take control of a smoothly animated chappy, 
who is dressed to the most outrageous suit ever to grace the Amiga, 
and struts across the landscape spewing Small heart-shaped bullets 
at anyone who gets in his way. Strange you may think! Well perhaps 
not as strange as some of the things he meets on his quest such as 
Mr Punch-headed large-footed creatures, and intelligent storm 


clouds that track your passage across the higher stages of the game 


The graphics are attractive, with some nice touches, like a trail of 
stars that are left an the main sprite's wake. The sound effects and 
music are good, and there is a wide variety of punks to be solved 
before each level is completed, so you'll keep coming back for more. 
Not quite up to the standard of Robocod, but great fun nonetheless.’ 


78% - Amiga Format - Issue 33 - April 1992 


Hello Boys and 
‘Ghouls’, it’s the 
Crypt Keeper. 

He may be 
Re-VAULT-ing but 
he’s ‘DYING’ to 
meet you. (I knew 
I shouldn’t have 
bought you that 
pun joke book for 
Christmas - Ed)> 


‘In my time, I've played games that allow you to fire all manner of 


weaponry at assorted nasties. Harlequin arms you with hearts. It's 
cute and it's weird. It's a platform game. Also, unlike others of its 
genre, there's more to say about the game than just that. It's still 
boring, though. 


Harlequins not as fast as Zool, colourful as Trolls or as unrestricting 
as Assassin. It sees you bouncing around the levels, collecting 
power-ups, assorted objects and flicking switches to activate 
platforms and move scenery. It's big, polished and complemented 
by a selection of novel power-ups. In fact, all the necessary 
ingredients are included. 


Its most impressive offering is the ability to save and load your 
game position at any point. This saves endless traipsing through 
levels already completed — something I hate — and the 
programmers should be firmly patted on the back for being so 
considerate. Speaking of which, congratulations to the person who 
included the option to turn the music off. 


The graphics, although a little bland in places, are of a generally 
high standard. When your assorted assailants are dispatched, they 
explode in showers of stars or big pink bubbles (or that section's 
equivalent). 


Each level has its own feel and look, although the backdrops are 
a bit nondescript. Also worth a mention are the limited power-ups, 
from the Space Hopper (remember those?) to an umbrella that 
allows you to drift safely to to ground. 


Harlequin includes all the classic elements of favourite platform 
games, and adds its own tuppenny-worth. Everything's there, from 
moving platforms to ropes to swing on — and switches galore. Yet, 
I'm bored. I've played it solidly for a while, and I'm not impressed. 


It just doesn't grip me in the slightest. I'm in a state of non- 
grippedness. I'd expected so much from Harlequin. I'd heard people 
rave about it — some to the point that they believed it to be The 
best platform game ever". If not liking it that much makes me a cold 
fish, then so be it. I like to be able to say what I think — and I 
think I'd like a game of Flashback...’ 


-Re-Released budget review - £9.99 


70% - Amiga Force - Issue 8 - Aug 1993 


[Other Reviews: MZ: 89%, S: 75.2%, 
J: 74%, D: 70% ] 


Alice in Wonderland feeling of 
weirdness. 


You can use the guy juggling his 
balls, to help you get to higher 
platforms in the game. 


level. 


The heaven level has much to harp 
on about. 


Hell’s Bells! 
wont give you a devil of a chance. 


This hell themed level 
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WHO MADE IT 


Andy Findlay - Programming & Design 

His first credited game is Battle Bound on the Amiga, he 
then wowed the Amiga world with Harlequin, with the 
newly named development studio Warp Factory for Gremlin. 
After Harlequin, he did the impressive Zool 2 game, 
improving on the original. 


Beyond the Amiga he worked on the Actua Soccer series 
and UEFA Euro ‘96 England games. More recently he was 
part of the design team for Battlefield 2: Modern Combat 
and programming on Braveheart and Battlefield: Hardline. 


Since then he has had a more managerial role, working on 
Skate, Skate 3, the massively under-rated Need For Speed: 
The Run and Plants vs. Zombies: Battle for 
Neighborville. 


Barry Leitch - Music 


Veteran of the industry he began doing 
music for the C64 with Super Dragon 
Slayer, Battle-Field, Marauder, 
Emlyn Hughes International Soccer, 
Xenophobe, Gilbert: Escape from 
Drill, Weird Dreams and on Spectrum 
for games like Rock 'n Roll, Gemini 
Wing. On the 16-Bits he did Ferrari 
Formula One (on DOS and C64) and 
on Amiga he did Xenophobe, Gemini 
Wing, Treasure Trap, Combo 
Racer,Prophecy: Viking Child, 
Ultima V, Xiphos, Pegasus, Utopia: 
The Creation of a Nation, Suspicious 
Cargo, Super Cars II, Switchblade H, 
Team Suzuki, Lotus Turbo Challenge 
2, The Humans, Lethal Weapon, Top 
Gear, American Gladiators (SNES, 
Mega Drive), Top Gear Rally, 
Gauntlet: Legends, San Francisco 
Rush 2049 and most recently the 
fantastic music on Horizon Chase 
Turbo 1 and 2. 


Yay you’ve completed the game. With the clock 
tower finally fixed, its time to blast off in the 
Clock-Tower. 


Ed Campbell - Graphics & Design 

Beginning with the graphics of Thunderwing on 
the Atari ST and Battle Bound on the Amiga, Ed 
then dd Harlequin. After this game he did both 
the design and graphics for Zool 2. After the 
Amiga he designed and did the graphics for 
Manic Karts, Super Karts on DOS. Then on 
PlayStation 1 he designed and did the graphics for 
Formula Karts, Aironauts, Dexter's Laboratory: 
Mandark's Lab? Most recently he worked on 
Crackdown 1 and 2 as a mission designer. 


The music themed levels really nice, and has plenty to 
see and do. Some might say it has ‘plenty of high notes’ 
and other sections where its more than you can ‘Handel’ 
(- That's it, you’re definitely fired - Ed) 


Jumping from note to note, to take on a giant worm... 
Only in Harlequin. I love the zaniness of the game. 


< The next stop...It’s 
off to Button Moon? 


Don’t be a stranger... 


Well, that’s it. You have got to the end of book one. But look out for its accompanying book, that continues the 
RGDS Top 50 Amiga Games from 25 to 1. Along with histories of some of the key game developers and publishers on 
the Amiga and a wonderful final section at the back of its book, detailing other Amiga games we and others consider the 
best Amiga games this wonderful machine has to offer. 


So, if you liked what you have read and love retro video games, then consider joining us our RGDS Discord channel and 


subscribing to our audio and now video RGDS podcast. And maybe, if feeling even more generous, dropping us a podcast 
review. As mentioned we do all this for free, simply because we love video games and we love the Retro Gaming community, 
and want to help it to continue to thrive. Outside of Discord, my Twitter is the best way to get hold of me on https:// 
twtter.com/Drisk. 


I am happy for this book to be hosted or rehoused on any site on the internet. As long as its not changed without my 
permission, or directly charging money for the book for profit. If you do print it out then please send a picture of it on 


Twitter, I would love to see it. So, look out for more Retro Gaming Discussion Show (RGDS) podcast, retro gaming content. 


If you enjoyed then please either listen or watch our RGDS podcast. It’s all free, but nice when we see good viewer figures 


making all our efforts worthwhile. 


So, until the next book... Keep it Retro. 


Our You Tube Channel, where we 


have started to do video versions of 
our audio podcasts, that let you see 


gameplay footage of the games and 


https://www.youtube.com/@RGDSPodcast-qw6mw 


Our audio version of the podcast is the 


RGDS Podcast (The Retro Gaming 


Discussion Show). We have been going 
for almost a decade and in that time 
we have created thousands of hours worth 
of retro related listening pleasure on 
any game or system you can possibly 
imagine. 


https://retrogamingdailyshow.libsyn.com/ 


Our RGDS Discord channel, lets our 


listeners and like-minded retro gaming 
souls chat and support one another. 
Overtheyears, it’sbecomearealcommunity 
of friends, with many having online retro 
gaming nights (every Thursday) and yearly 
meet ups at Arcade Club in Bury, along 
with other meet ups throughout the year. 


https://retrogamingdailyshow.libsyn.com/ 
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Standing On The 
Shoulders Of Giants... 


To do such an ambitious undertaking for the book, I naturally used a whole host of 
sites and resources, as reference points to make the book. Luckily the Amiga has a 
whole litany of wonderful websites, where others in the retro community have done 
much of the considerable efforts in making bringing all this information together, to 
what became this book. 


So in the next couple of page I wanted to take the time to celebrate and list the main 
site I used and heartily recommend you visit. 


HY B OF HALL OF LIGHT - https://amiga.abime.net/ 
A L A database of almost every single Amiga game out there. This 


LIGHT gives information on who made, it year on release, and all the 
related material for the game, such as magazines. They do have 


a habit of sticking their watermark logo on everything, but I 
have used this fantastic site, for my links to all the game manual 
scans and to cross check game information. 


AVAVELOIEY 4M1G4 MAGAZINE RACK - https://amr.abime.net/ 
Magazine RACK Sister site to Amiga HOL. This has a database of every Amiga 
magazine review, with scans of all the review pages (sadly non 

review pages like adverts aren’t kept.). I used this site to 

catalogue all the reviews given by the magazines in the book. 


Moby Games - https://www.mobygames.com/ 


A database of pretty much every video-game that ever was. This 
not only has beautiful box and disk scans, without slapping their 
logo on everything. But also gives who made the game, and see 
all the other games those individuals worked on. I used this as 
the primary source, for the game box scans and to detail who 
made the games, their pictures. and what other games they did. 


AL82 Retrogaming Longplays 
- https://www.youtube.com/@AL82RetrogamingLongplays 


A fantastic site, full of complete play through s of many video 
games including the Amiga. What I love with his site, is that he 
records the games in HD and so the titles look as sharp and 
beautiful as possible. Given that my poor playing skills meant 


you would only see screen shots for the first few levels, I used 
this site as the principle resource, both for the video links to the 
footage and in game footage. 


GAMING » 


OF fe Comtnenties Arctic 


C=Commodore 


im INTERNET 
LM ARCHIVE 


@ LaunchBox 


Zeusdaz - The Un-Emulated Retro Game Channel 
- https://www.youtube.com/@ZEUSDAZ 
Another You Tube site I adore is Zeusdaz. He also does great 


long-play gameplay footage, but makes a point to only play on 
real hardware. This means many of his games won’t have the 
crisp HD sharpness of other You Tubers, but you are seeing the 
games exactly as they were back in the day. For the book I 
used his site, wherever AL82 hadn’t recorded gameplay footage. 
But also to enjoy seeing the games as they actually were, in all 
their fuzzy pixel glory. 


DLH's Commodore Archive - https://commodore.bombjack.org/ 


Contains complete scans of almost every Amiga Magazine in 
PDF format. This is great as the Amiga Magazine Rack removes 
non review pages like adverts, and the PDF is a lot more fun to 
read. For the book I used the site where Amiga Magazine Rack 
didn’t have scans, or it resolution was too low to read via OCR. 


Lemon Amiga - https://www.lemonamiga.com/ 


Another Amiga games database, this allows any visitor to leave a 
review or comment on the game, so its a great resource to see 
what other people today think about it. Along with that it has 
lots of information about the game and cool things like a 
playable jukebox so you can hear the amazing Amiga game 
music. For the book I used it primarily to cross check other 
sources and to listen to Amiga tunes as | did things. 


Internet Archive - https://archive.org/ 
A fantastic resource for archived magazines, books, games. If I 
couldn’t find anything elsewhere, this is where I found it. 


Launch Box - https://www.launchbox-app.com/ 


I adore this front end for emulators and gaming libraries. It 
turns your game storage, from soulless file lists, to beautiful 
virtual game shelves, allowing you to see both the front and back 
of the box, before clicking to auto load the game. For me 
browsing the game boxes, is an important part of the experience, 
so I am so thankful for this tool. For the book when I couldn’t 
find the box art on other web sites in a high enough resolution, 
then I used their fantastic website. 


So many others... 
World of Longplays - https://longplays.org/home.php 


The entire retro gaming community. 
All of you I thank you. 
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Shout Outs... 


I wanted also to take this opportunity to shout out fellow podcasts and You Tube 


channels, that I love and think you may enjoy as well: 


RETRO 
15 UY LU ITS 


RGDS (The Retro Gaming Discussion Show) 
- https://www.youtube.com/@RGDSPodcast-qw6mw 


Yes I know this is us, but the shout out is not just for our 
wonderful podcast. But our loyal listeners who not only listen to 
our little show, but reach out and comment on the episodes and 
through Discord make it a real fun community of friends. It is 
them that drive us on to make our free podcast, and makes all 
our efforts worthwhile. 


Retro Asylum- https://retroasylum.com/ 


The podcast I used to host on. These are a great group of guys, 
now offering a different slant on retro podcast, offering a game 
club play through of a game. It’s a lot of fun, for those with the 
time So give this fab podcast a listen. 


The Retro Hour - https://theretrohour.com/ 


Somehow these guys find the time to interview big names in 
video game history, along with keeping you up-to-date with the 
latest retro gaming news. It’s definitely the most professional 
Retro podcast out there, and they deserve all their success. 


Ten Pence Arcade Podcast - https://tenpencearcade.co.uk/ 


A great podcast all about arcade games and biscuits. They do a 
game club format, covering a single game, that they and their 
listeners all play through, trying to get the highest score. They 
also give lots of retro arcade news as well. 


Maximum Power-up Podcast - https://maximumpowerup.com/ 


These days, the podcast tends to focus on reviewing magazine 
reviewers and editors of the video mags we all grew up with. 

It’s a special and important niche to video game history and I am 
so thankful Paul is capturing these interviews for future 


generations. 


Gebs does great UK retro gaming content, full of passion in 
what she covers. It’s also nice to have a You Tuber cover the 
UK systems like the Amiga and Spectrum we grew up with. 


Metal Jesus Rocks 
- https://www.youtube.com/@MetalJesusRocks 


Former Sierra developer, Metal Jesus covers games typically 
from 1990 onwards on his channel. But also focusing on new 
games and modern retro. I have always loved his content and 
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passion with gaming, and have discovered many hidden gems 
and great indie games, through watching his channel. 


Radical Reggie 
- https://www.youtube.com/@The_RadicalOne 


Reggie tends to cover modern indie games and PS1 and later. He 
has fantastic knowledge, and has introduced me to loads of great 
modern indie games, I would have missed out on. 
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GenXGrownUp - https://www.youtube.com/@GenXGrownUp 


His main focus is on the Atari systems, but he also covers retro 
gaming handheld devices. I have become a real fan of his 
content, with his honest, down to earth reviews and help with 
how to hack some of the mini game consoles. 


John Riggs - https://www.youtube.com/@JohnRiggs 


His particular speciality is the NES console, but he does do other 
retro gaming systems. Always a huge fan of his videos and 
passion he brings to them. 


JayWood2010 - https://www.youtube.com/@JayWood2010 


4 
PAV 


For modern gaming news, this channel has become my go to You 
‘ote —_— Tube channel. Each day he summarises all that’s happening in 
the gaming world, alongside his calm and collected analysis 


upon it. 


Retro Game Squad - https://retrogamesquad.libsyn.com/ [a] [a] 


The podcast that got me into retro podcasting, With the crew 


going through all the classic games onvideo games. It’s now 
only a quarterly podcast, but the fantastic knowledge and games 
covered are second to none. It is Retro Game Squad...Baby!! a 


UK Gaming Network - 
https://www.youtube.com/@UKGamingNetwork 


Brian was a reviewer for Amiga Action and most of the 


UKGaming Games-X magazines. I have only recently cisvovered his . 
Network YouTube channel and have been blown away with his Amiga 
related content. I definitely think he is one of the best 
YouTubers releasing Amiga content currently on the web. 


Retro Gamer 


-_https://www.facebook.com/RetroGamerUK/?2locale=en_GB 


We are so lucky to have the video game magazines, clinging on 
in the UK, and the fact that we have a number of retro gaming 
themed physical magazines available to us is incredibly special. 
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AMI Amiga Addict - https://www.amiga-addict.com/ 


We also in the UK have a contemporary Amiga magazine, that 


not only reminisces all about the Amiga’s past, but gives new 
news on titles just released and up coming events, its essential 
reading for lovers of the Amiga. (Check out their Pixel Addict 
magazine as well, which covers other retro systems and is a 
great read.) 


Fusion Retro Books - https://fusionretrobooks.com/ 


Releases new magazines for Zzap! (C64 games), Crash 


(Spectrum games) and Amitrax (Amstrad games) and other retro 
gaming books. Crash is also the magazine that fellow host 
Kingy is a writer for. 


Bitmap Books - https://www.bitmapbooks.com/ 


Sam used to be a host with me at Retro Asylum, he then went on 
to found a company, to do high quality retro gaming books. 
These are the best on the market, with Sam ensuring the print 
and quality, will show the games exactly as it should be. A 
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special note goes to the book A Gremlin In The Works, this 
covers the publisher Gremlin and is for me the best retro 


gaming format out there. 


Playstation 


So many more... 


Arcade Club - https://www.arcadeclub.co.uk/ 


My own personal Disneyland. They have three venues, in Bury 
(near Manchester), Leeds and Blackpool. The Bury venue is 
where the RGDS hosts and listeners meet up, being the biggest 
arcade in Europe. 4 floors of free to play retro and more modern 
arcades and pinball. You just pay a flat fee on the door and then 
dive into a retro wonderland. What I love with the place, is 
they ensure all the arcades and pinball is real hardware, so it is a 
real CRT and look and feel of what you remember. It’s a real 
labour of love and effort, so hats off to all the people at Arcade 
Club, who keep this special place and its hardware going. 


DaddaRuleKong Books - https://daddarulekonge.itch.io/ 


This guy is totally AMAZING and it fries my brain more people 
don’t talk about this guy’s stunning series of digital books, 

writing about EVERY single game (in all regions) on most of the 
main platforms out there. Beautifully done and with a pay what 


you want on itch.io I cannot recommend this guys work enough. 


Antstream - https://www.antstream.com/ 


On PC and Xbox One Family, but much better on the Xbox in 
my opinion, but this Netflix style steaming service of retro 
games is sublime. Not only can you play a single one off 
payment, but they have so many classic games, that you often 
don’t see today (including many of the Amiga games covering 
here in these books). 


Nay-sayers may say whats the point, in today's world of fully 
loaded retro devices? But, not only are these fully licensed and 
so a legal way to play the games. But also it adds interesting 
small challenges, tournaments and score boards, really bringing 
back the competitive spirit. 


In addition to all that, the people at Ant Stream, really know 
their games, and are choosing many hidden gems, and interesting 
titles to enjoy. Even at RGDS, we have found some amazing 
games new to us. 


Digital Eclipse - For their excellent virtual game museum, and showing how game preservation 


should be done. 


Nightdive Studios - For their excellent remasters of games, and bringing back many of those PC 


classics for modern audiences. 


There are so many more sites, podcasts and people I could and should have shouted out, but the 


purpose of the book is not to list all those wonderful places and people, who are making the retro 


gaming and gaming community so special. Just know that whatever your part in that 


community, you are doing important work, ensuring you preserve this history of video game for 


future generations. DRISK 
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